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GAME BOY 
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The future 
looks fantastic 


Welcome to the latest 
issue of Pocket Games. 
Inside you will find tons of 
strategy, tricks, news, pre- 
views and over 5o Game 
Boy Color reviews! 

That's a lot of games to 
cover and with Game Boy 
Advance on the way, there 
will be many more. One of 
the challenges we face as 
editors is how to adapt 
our coverage to this ever- 
expanding cornucopia of 
new titles. Sure it’s easy to 
cover the Donkey Kong 
and Pokémon games, but 
ultimately we want to cre- 
ate a publication which 
really suits the needs of 
you, our valued readers. 
This is not always an easy 
task, because unlike the 
short-lived console sys- 
tems, Game Boy has been 
around forever and as a 
result, has attracted an 
audience as diverse as its 
library of games. 

Next issue we plan to 
give you a completely 
new-and-improved Pocket 
Games to coincide with 
the new-and-improved 
Game Boy Advance. 

One of the things we 
will do is create a new 
review system that is 
robust enough to score a 
game made for 5-year-olds 
against a mainstream 
game like Donkey Kong. 
We also will expand and 
revamp all our regular sec- 
tions to cover the variety 
of stories you've been ask- 
ing for. We have lots of 
ideas, but we want your 
help too. Drop us a line at | 
the address below. E-mail B SES 
or snail-mail is fine, just 
let us know exactly what VI EW 
you like and don't like 
about our magazine and 
what you want to see in 
the future. 

Michael Stassus 
Editor In Chief 


40 POKÉMON GOLD&SILVER 


Huge Blowout Strategy: maps, walk-thru, pokédex 


74 DONKEY KONG COUNTRY 


Step By Step Guide: Finish the game with everything! 


You know them from TV, now find out all about their three 
new Game Boy games, music CD, DVD, jet plane and more! 


Special thanks to Jim Babcock of Cartoon Network 


Drop me a line if you like: 
michael stassusQziffdavis.com 


e-mail us at POCKETGAMES@ZIFFDAVIS.COM 
snail mail: Pocket Games P.O. Box 3338 Oak Brook, IL 60522-3338 
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As the grumpidy Grinch, your missioh is clear. 
to Slime, Stomp and Smash everything far and near. 
With Gizmos and Gadgets, a heart that's too small 
Disrupt all in Whoville, from short whos to tall. 
And why should your grinchity ways bring such pride? 


For that warm, fuzzy feeling it gives you inside. 
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EARLY CHILDHOOD RATING: Deemed Suitable For Children 3 
Or Older. Products Carrying This Label Have Absolutely No 
Material That Would Be Considered Inappropriate By Parents. 


EVERYONE 

73. | EVERYONE RATING: The E Replaced The Previous K-A Rating 
Last Year. Suitable For Kids Ages 6 And Up, E-Rated Games 
May Contain Minimal Violence Or Crude Language. 


TEEN RATING: Contains Suggestive Themes, Mild Or 
Strong Language And Animated Violence. Some Parents 
May Want To Supervise Children Playing T-Rated Games. 


MATURE RATING: These Games Contain More Adult Themes, 
Such As Blood And Gore, Stronger Language And Sexual 
Themes. Deemed Not Suitable For Those Under 17. 


ADULTS ONLY RATING: The Extreme Of The Ratings, Suitable For 
Adults Only. Packs Sexual Themes And Extreme Violence. 
Console Manufacturers Have Yet To Allow An AO-Rated Game. 
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Love your magazine 

but no more Pokémon 

Dear Pocket Games, 

| usually make a trip to Borders once a month to 
review all the gaming magazines. | spend 
several hours going through them for any bits of 
Game Boy information I can find. | do not 
purchase them, because there is not much in 
them for the handheld games. | am 43 years 
old. | do not own a console game system. 

1 do not have children and | am not into the 
Pokémon mania. | OWN A COLOR GAME BOY. 
All of the other publications out there are 
SATURATED with Pokéman information. | did 
PURCHASE Pocket Games because although it 
too had way more Pokémon than | cared for, it 
had a lot of other information about games/ 
reviews and accessories. | understand Pokémon 
is the biggest seller right now. But the folks out 
here are looking for information about all the 
other great games available. 

Debra Gahring 

Sunrise, FL 


Thanks for the letter Debra, maybe you would 
like to draw a Pokémon for us. Heck, it may 
appear in our next issue—and we are sorry we 
devoted nearly one third of our publication to 
Pokémon Gold & Silver this month. Believe it 
or not, folks like you represent a huge portion 
of the Game Boy audience. Never before has a 
gaming platform reached the 100 million mark 
worldwide. The truth is, the Game Boy has 
fans of all ages and we age changing our 
coverage with the next issue to better serve 
our diverse readership. 


How do | subscribe? 

Dear Pocket Games, 

| happen to LOVE your magazine. Being a 
person whose main hobby (in order of 
preference) is playing Game Boy Color, 
computer and Nintendo games, | enjoy seeing 
a magazine dedicated to only the "pocket 
games" since most are mainly about 
PlayStation, Nintendo 64 and very little Game 
Boy. | would enjoy being a subscriber to Pocket 
Games, but there isn't any way to subscribe. | 
have bought the first two issues and intend to 
continue buying them since I consider it a good, 
quality magazine. If | could see a subscription 
card or an address that would be able to give 
me a subscription, | would be very grateful. 

| understand that this may be only a trial 
magazine put out by Electronic Gaming 


Name: Mascodon 


Description: 
This Pokémon is a 
mutant of many 
Nintendo first-party 
characters. It is a type 
"infinity" because it 
can do anything and is 
not confined to a 
"water-type" role. It can 
run, fly, swim, shoot 
fire, add, subtract, 
multiply and divide. 
This Pokémon is very 
rare, even harder to 
find than the magical 
legendary birds. Its 
wild call is "Mah-Mah- 
Ме-Үа” 


Attacks: 
Eight Hit 
Mushroom 
4X4 Super 
Ultra 
Cublast 
Tongue Lick 
Fireball 


This character is made 
from pieces of 22 
different Nintendo 
characters. Can you 
correctly identify them 
all? Read the fine print 
below. 


Create your own Pokemon! 


Already caught ’em all or do you think all of them are really stupid? Either way, now is your 
chance to strut your stuff. Create your own Pokémon, describe his abilities and attacks, even 
his evolutions, and send it to us in care of Pocket Games at the address below. We will publish 
the coolest ones in our next issue, which you can find on newsstands this spring. Good luck! 


iYoshi Face 2)Ganon pig nose and warthog spikes 3)Mario mustache 4)Bowser mouth w/teeth s)Toad hat with “М” 6)Bowser viking spikes on toad hat 
8)Tryclyde attached to back 9)Koopa Troopa body 1c)Donkey Kong left arm with Triforce on hand t)Kirby arms by armpits 


art crown 
13)Right Samus arm 


Hand holding wand from 


1u)Tetris pieces on back instead of spikes 15)P-wings on back 16)Racoon tail attached to shell 17)Pikachu tail attached to coon tail 18)Link skirt 19) Octorok tentacles coming from 
under skit 20)Link boot for one leg 21)Bowser claw for another foot 22)Kirby lower body and foot for third leg 


Monthly, but | still would like to know if there is 
anyway | could possibly get a subscription. 
Kendra Vandree 


Well Kendra, we have thought about bringing 
Pocket Games out as a subscriber-based 
publication. We have made it a quarterly, 
meaning you can find a new one about every 
three months on the newsstand. Hey readers, 
would you subscribe to Pocket Games? If so, 
drop us a line and let us know. Make sure to 
put “1 want to subscribe” as the title of your 
e-mail or on the envelope. 


Game Boy Advance 
doomed to fail? 

Dear Pocket Games, 

Within the past few years | have noticed a large 
portion of the portable handhelds that have 
been made have been flops and not worth my 
money. The only good handheld made yet is 
the Game Boy (color or normal). Don’t get me 
wrong, | love my Game Gear and my Game.com, 
but they did not do anything for me for very 
long. The reason | am e-mailing you is the fact 


that | have noticed a striking similarity between 
the dead systems. Have you noticed that the 
terrible game systems had the control pad and 
buttons on the left and right side of the playing 
screen, while the Game Boy was the only one 
that had the buttons and the control pad 
underneath the screen? | was surprised to see 
that the new Game Boy Advance had many of 
the same characteristics of the dead systems, 
like the linkable option (GAME.COM) and the 
rumored back light (GAME GEAR), and finally, 
the most striking, the way that the controls are 
on either side of the screen (ALL THE DEAD 
SYSTEMS). | am very excited about the GBA 
and hope it does very well, but | also have a bad 
feeling about the industry... 

Tyler Brooks 

Cary, NC 


Well Tyler, we were just saying the same thing 
ourselves....For a while there was a similar 
urban legend about home console systems. 
The belief there was only light grey or white 
systems had a chance to survive. GBA a 
failure? Not very likely. 


Write to us: at www.pocketgamesGziffdavis.com or 


Pocket Games Р.О. Box 3338 Oak Brook, IL 60522-3338 
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The Buzz 

In December of 1999, Nintendo announced 
they were hard at work on the successor to 
their wildly successful Game Boy Color 
system, codenamed Game Boy Advance. In 
the initial press release, Nintendo highlighted 
just how revolutionary the system would be. 
The unit would be 32-bit, possess a color 
screen, be backward-compatible with all 
existing Game Boy games, and pack L and R 
shoulder buttons just like their Super 
Nintendo and Nintendo 64 systems. While the 
announcement stirred a Pavlovian response 
among industry pundits and savvy consumers, 
the majority of holiday shoppers didn't even 
notice — people wanted Pokémon, they 
wanted Game Boy Color. 

At the time, rumors were rampant that 
Nintendo's next handheld had been 9996 
complete for nearly two years. Why did they 
wait? Nintendo's public position was that 
Game Boy Color had been selling in record 
numbers and they didn't want to interrupt one 
of their key revenue streams. Still, if such were 
the case, why even announce a successor? For 
that, one must look at the competition. 

Although the Game Boy Color had been 
selling in record numbers since its release, SNK 
had recently launched their NeoeGeo Pocket 
Color into the market and Bandai was 
threatening with their own product, the 
WonderSwan. Although the NeoeGeo Pocket 
wouldn’t ultimately prove competitive, 
Nintendo had to do something to counteract a 
potential threat, especially one that had Sega's 
Sonic the Hedgehog and Capcom’s Street 
Fighter franchise. The December 1999 Game 
Boy Advance announcement was as much to 
keep buzz about Nintendo strong as it was to 
keep people informed. 

While keeping the Nintendo brand fresh in 
people’s minds was good marketing strategy, it 
would prove unnecessary—the Pokémon 
phenomenon exploded that holiday season as 
well. Magazines such as Time, Newsweek and 
Business Week carried tales of Pokémon 
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The Hottest Portable Gaming News on the Planet 


Game Boy 
Advance Unleashed 


products selling by the millions. NPD TRSTS. 
sales figures put Pokémon Yellow, Blue, Red 
and Pokémon pinball in the top four spots in 
handheld sales. 

Nintendo showed off the Game Boy 
Advance's capabilities to the press at their 
April 1999 Game Boy Advance Game 
Developers Conference in Seattle, and put the 
same demos on display at the May Electronics 
Entertainment Expo in Los Angeles. But, 
Nintendo's 2000 Space World show in Japan 
was the first in-depth look at the GBA for the 
public and press. On display were more than 
10 games in various stages of development for 
the system, including Mario Kart Advance and 
Castlevania: Circle of the Moon. The system is 
so sought-after, it's rumored that a locked 
prototype was stolen from a bulletproof case 
on the show floor. 


Inside and Out 

Even though Nintendo has the handheld 
market in its back pocket, they won't be relying 
on a brand name to sell the system to 
consumers or developers. From a practical 
standpoint, the system's 140-gram weight, 
20-hour battery life, and Game Boy Color-sized 
footprint make it an attractive replacement for 
Nintendo's best-selling Game Boy Color system. 
By packing a large 2.9-inch display, 240x160- 
pixel resolution, and a sleek futuristic case in 
silver/orange or silver/blue colors, the unit is 
sure to please those with eye candy in mind. 
If you happen to be a button monger, the 
inclusion of L and R shoulder buttons on the 
GBA should add further fuel to the fire. GBA 
carts will be about the same width as standard 
GGC carts, but only half as tall. 

Under the system's hood rests the hottest 


lews - Pocket Games News : Pocket Gam 


Game Boy 
Advance Games 


At the recent Space World and ECTS shows, 
Nintendo unveiled an official list of all 41 of the 
games currently in development for Game Boy 
Advance. While most of these titles will be 
ready for the March 21, 2001 Japanese release 
of the system, their presence on this list 
doesn't mean they will see the light of day in 
North America. On the other hand, Mario Kart 
Advance and Castlevania seem no-brainers, 
right? In addition to these games, another 20 
or so titles are “unofficially in development." 


Nintendo 

Baketsu Daisakusen (Horse Racing) 
F-Zero for Game Boy Advance 

Fire Emblem - Dark Shrine Maiden 
Game Boy Wars Advance 

Hanasaki Gassen (Flower Competition) 
Kuru Kuru Kuru Rin 

Magical Vacation 

Mario Kart Advance 

Napoleon 

Golden Sun 

Tactics Ogre Gaiden 

Wario Land 4 


Konami 
Castlevania: Circle of Moon 
Golf Master 

Konami Wai Wai Racing 
Mail de Cute 

Monster Breed 

Silent Hill 

Star Communicator 


Hudson 
Bomberman Story 
Hatena Satena 

Morita Shogi Advanced 
Momo Taro Festival 
Pinobee: Quest of Heart 


Kotobuki System 
Top Gear All Japan GT Championship 
Tweedy's Magical Gem 


мгто 
Minna to Ishyo! 
Pocket GT Advance 


Asmik Ace 
Dokapon 
Doraemon 


Others 

Advanced Fire Pro Wrestling (Spike) 
Sansara Naga (Victor Interactive Software) 
Super Black Bass 4 (Starfish) 
Digi-Communication (Media Works) 

Hello Kitty Miracle Collection (Imagineer) 
Reiji Matsumoto's Space Hexcite X (Jordan) 
Rockman EXE (Capcom) 


set of specifications ever realized for a 
handheld gaming system. The brain of the 
Game Boy Advance is a custom 32-bit, 16.7MHz 
ARM; CPU, developed by О.К. company 
Advanced RISC Machines. At roughly 40 million 
instructions per second, the GBA pushes 
information through its CPU Во times faster 
than the current Game Boy Color. Backing up 
this super-brain, 256K of work RAM and 96K of 
video RAM ensure that developers will have 
plenty of room to move. Although this is half 
the 512K of work RAM found in Bandai's 
WonderSwan, the GBA's ability to push 65,535 
colors and 4,096 sprites on-screen at once 
more than makes up for any discrepancy. The 
system also contains an 8-bit 
processor for sound 
manipulation, driving 32 
channels of 44KHz CD- 
quality sound and 
putting the system 

on par with low- 

end PCs in terms 

of music 

capability. 

GBA contains 
backward 
compatibility for 
playing existing 
Game Boy and Game 
Boy Color titles in a 
letterboxed form. At the 
summer ECTS show, Nintendo 
was showing off Game Boy Color display 
scaling, a feature that lets the GBA display GBC 
games in full screen with a quick tap of the L 
button. While there's no word if this capability 
will make it into the final product, but the 
possibility is tantalizing. 

For multiplayer fans, the GBA sports a link 
port capable of transferring data at speeds 
greater than one megabit per second—50 
times that of the existing Game Boy Color. This 
means a greater possibility of multiplayer 
games for the system, as well as the capability 
for native support of up to four players at once. 
The GBA's link port also bears an innovation 
that's sure to knock people's socks off— single 
cartridge multiplayer gaming. On display at this 
summer's ECTS and Space World, Nintendo had 
four GBAs linked together, all playing from a 
single copy of Mario Kart Advance. 

Interestingly, Nintendo also intends to use 
the Game Boy Advance's link port for 
interfacing with their upcoming Game Cube 
console system. While details remain sketchy, 
possible uses of the Game Boy Advance 
include: controller, video display or data 
transfer system similar to Nintendo's current 
GBC/N64 Transfer Pak. Color versions of the 
Game Boy Printer and Game Boy Camera are 
also on the drawing board. 


The Games 
Regardless of raw power and cool factor, a 
handheld system is nothing without a diverse 
array of software. Currently, the Game Boy 
Color has more than 700 available software 
titles and over 200 developers making games 
for it, not including the 800+ games that came 
out during the black-and-white era. One 
hundred thirty developers have already signed 
up to make software for the Game Boy Advance 
and 3o titles are already in the works for the 
System's March 2001 Japanese launch. Since 
the GBA is backward-compatible with older СВ 
and GBC systems, it already has a library of 
over 1500 titles at launch. 
Although nothing is set in stone for the 
July 2001 U.S. launch, the GBA's array 
of Japanese launch titles provides 
compelling food for thought. 
Nintendo has modern-day 
renditions of Mario Kart, 
F-Zero, Fire Emblem and 
Game Boy Wars slated for 
launch, with Metroid, 
Tactics Ogre, Wario Land 
4 and Zelda titles planned 
for late summer releases. 
Another key developer, 
Konami, has five titles slated 
for launch, including Wai Wai 
Racing, Castlevania: Circle of the 
Moon, PawaPuro Baseball 3 and Golf 
Master. Look for their survival horror 
offering Silent Hill to see the light of day in late 
2001 as well. Other titles of note include 
Capcom's Mega Man EXE, Hudson's 
Bomberman Story and Pinobee: Quest of Heart 
and Kemco's Top Gear: All Japan GT. Many of 
the names will be changed for the U.S. release. 


When, Where, 
and How Much? 

So now you're probably chomping at the bit 
to find out how and when you can get your 
hands on a GBA. If you're an enterprising sort, 
the Japanese release of the system will occur 
on March 21, 2001. Nintendo expects to sell 1 
million systems during the first week of release. 
The system itself will retail for a suggested 
9800 yen, or about $95, while games should 
clock in between 3800 and 4800 yen ($35 to 
$45). Should the import route prove intriguing, 
online retailers such as NCS (www.ncsx.com - 
and Tronix (www.tronixweb.com) will begin 
preorders for the system this January. 

If you have the patience to wait for the 
summer 2001 release of the system, you could 
have it in your hands by the third week of July 
for around $99. Electronics Boutique, Babbages 
and Toys R' Us will begin preorders sometime 
during the first quarter of 2001. 

- Frank Provo 
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Game Boy Advance Previews 


Konami Wai Wai (All-Star Racing) Advance 
Konami's first GBA effort may look like Mario Kart on the SNES, but 
underneath its plain looks is a racer that runs at a blistering speed. 
Containing classic Konami characters like Goemon, Twinbee and the 
Metal Gear Solid Ninja, Wai Wai (All-Star Racing Advance) is shaping 

up to be a fun take on the genre with some inventive tracks to boot. 

Look for it at launch. 


Mario Kart Advance 

Mario Kart is back—and now it's portable. Nintendo's seminal racer is 
making its way to the GBA in fine form just in time for the console's launch 
in Japan and North America. Control is solid and smooth, with the GBA's 
right shoulder button controlling the hop and powerslide, while the left 
activates whatever item or weapon you have equipped. Speaking of 
weapons, Mario Kart Advance has all your favorites from the N64 version, 
including the turtle shell three-pack, the leader-seeking Spiny Shell, and the 
ghostly invisibility modifier. Although the weapons and graphics originate 
from the N64 game, MKA plays more like the SNES version. Powersliding 
and cornering retain the feel of the now-classic original, and tracks like Koopa Beach, Bowser's Castle and the Ghost House continue the SNES-like overtones. The 
game will also feature different track surfaces, such as rain and snow. In a unique twist, Nintendo has also included a feature that allows you to link up to four 
GBAs to race and play with only one cartridge between you! With all that Nintendo has packed in, Mario Kart Advance looks like the system's first must-buy game. 


Sega to Embrace the Game Boy? 


Through their November earnings 
report and a series of press 
conferences, Sega Corporation 
highlighted a number of surprising 
strategies for maintaining the 
company throughout the next 
generation—one of which is a plan to 
funnel greater resources into third- 
party software development for 
competitors' handheld gaming 
consoles. 

Strategic Counsel Tetsu Kayama 
highlighted Sega's new outlook, 
stating, "Our focus on content 
provision is back in place. Sega aims 
to become a real game creator. We 
plan to expand our profit by utilizing 
our attractive and affluent software 


14 POCKET GAMES 


Castlevania: Circle of the Moon 

Konami's latest Castlevania sequel, Circle of the Moon, takes the series back to its 2D roots. You can play as two 
characters, Nathan Graves or Hugh Baldwin, both of whom have their own unique abilities, tools and power-ups, 
such as super punches, double jumping, sliding, whips, swords and armor upgrades. It seems Dracula has 
kidnapped their teacher, a descendant of the Belmont family, and neither Nathan nor Hugh is happy 


about it. The game utilizes a free-roaming environment similar to the PlayStation Symphony of the 
Night, while gameplay harkens back to stiffer Castlevania titles such as Dracula X and Super 
Castlevania 4. Castlevania: Circle of the Moon is slated for release in time for both the Japanese 


and U.S. Game Boy Advance launches. 


assets to appropriate devices.” When 
pressed for further comment, Sega 
representatives admitted that 
Nintendo’s Game Boy Advance and 
Bandai’s Wonderswan are the two 
systems most likely to see Sega titles 
in the future. As far as Game Boy 
Advance is concerned, the Game Boy 
Color owns more than 95% of the 
worldwide portable gaming market 
and a number of Sega franchises, such 
as Puyo Puyo and Columns have 
already made appearances on the 
aging handheld. This announcement 
breaks ground for the potential Game 
Boy Advance release of a number of 
Sega developed and published titles, 
such as Sonic the Hedgehog, 


Shenmue, Crazy Taxi, Virtua Fighter, 
Jet Grind Radio, Virtual Tennis and 
Ecco the Dolphin. 

Chairman and President Isao 
Ohkawa informed shareholders 
that the move would help improve 
earnings in the company, 22 
which lost nearly $160 
million throughout fiscal W 
year 1999/2000. By creating L/ 
a steady stream of third-party [ 


software for handhelds and in. | 


consoles alike, Sega hopes to 
increase its share of the software P 
market from a current low of б, 

4.2% to 25% within the next , PN 

few years. 4 ү k 


— Frank Provo 


Top-selling hit game now available for Game Boye Color 


A 


[5 | 
SOUTHPEAK ial Я ) 


INTERACTIVE 


There goes the General Lee, playin' another cat and mouse game with the law. See, things 
in Hazzard are pretty much the way y'all might recall 'em. Daisy's still workin' at the Boar's 
Nest, Boss Hogg's still eatin', and Rosco's still chasin' the Duke Boys through the dirt roads 
of Hazzard County. 


Go on and take a turn at the wheel in The Dukes of Hazzard™: 
Racing For Home game and tell me life ain't a whole lot 


better as a Duke boy. 
Zellers 


Copyright © 2000 SouthPeak Interactive LLC. All rights reserved. SouthPeak Interactive, the SouthPeak Interactive logo and all other SouthPeak Interactive 
product or service names are registered trademarks or trademarks of, or licensed to, SouthPeak Interactive LLC in the USA and other countries. ® indicates 
USA registration, Other brand and product names are trademarks of their respective companies. 


THE DUKES OF HAZZARD, characters, names and all related indicia are trademarks of Warner Bros. © 2000. 


Game Boy and Game Boy Color are trademarks of Nintendo of America Inc. © 1989, 1998 Nintendo of America Inc. Licensed by Nintendo. 


SouthPeak Interactive • One Research Drive • Cary, NC USA 27513 * tel 919-677-4499 * fax 919-677-3862 
www.southpeak.com 


WonderSwan Color: 
The Underdog Bites Back 


ince we last brought you information about Bandai's 
WonderSwan in Pocket Games 2, the system has developed a 
sizable cult following in Asia, carving out a 396 software market 
share and monthly hardware sales of roughly 20,000 units. While 
a far cry from the Game Boy Color's 95% 
market penetration, the presence of high- 
profile developers such as Bandai, 
Namco, Konami and Square Soft have 
given the device strong brand 
recognition. However, the 
WonderSwan itself is a black-and- 
white unit, exhibits ghosting like 
you wouldn't believe, and lacks the 
diversity of offerings found on 
Nintendo's Game Boy Color. 
On Dec. 9, 2000, Bandai 
set change in motion. The 
WonderSwan Color launched in 
Japan, carrying with it not only a 
larger, crisper color LCD screen, but 
an affordable $69 price tag and the 
presence of one of the world's most 
legendary games — Final Fantasy. This Final Fantasy isn't just 
a Game Boy remake or an exact duplicate of the NES release either. 
Instead, the game sports SNES-quality visuals and 16-bit sound, while 
retaining the same gameplay and story line that originally made the game 
a household name. Thanks to the new screen, Final Fantasy looks as 
crisp and as vibrant as you'd desire it to, exhibiting no signs of blurring or 
Sprite dropout. 
While the WonderSwan Color is compatible with all existing 
WonderSwan black-and-white games, it is the upcoming software lineup 
that has Bandai expecting shipments of 1.2 million units by March 2001. 


Spec Shootout 


Color 


Square plans to release Final Fantasy 2 and 3 for the system in 2001, in 
addition to other high-profile titles such as Front Mission, Secret of Mana 
and Wild Card. Bandai themselves will release a number of Gundam- and 
Digimon-related games for the system, as well as a port of the popular PC 
RPG, Wizardry. A color version of Tekken Card Battle is in the works from 
Namco, while Konami is keeping their eyes on the prize with 
WonderSwan Color versions of Beatmania and 
Dance Dance Revolution. Atlus, 
Human, Koei and Sammy are just a 
few of the other 50 developers 
with WonderSwan Color 
games in the works. Games 
are set to retail for 4800 yen, 
or approximately $45. 

Perhaps the greatest 
question, however, isn't the 
WonderSwan Color's shelf life in 
Asia, but its viability in the 
United States. While the Game 

Boy Color's 95% market share in 
Asia seems steep, Nintendo's 
handheld boasts a 9996 
penetration level here. With 

high- profile titles such as Final Fantasy 
and Tekken, as well as the system's GBC-rivaling color screen, you'd think 
Bandai would at least be up for testing the waters here. While the company 
has expressed interest in a U.S. launch, toy maker Mattel actually has 
the rights to the system in North America, and their tentative plans for 
а 2001 rollout are in serious doubt thanks to the recent sale of their 
Mattel Interactive division to Gore's Technology Group. When contacted, 
a Mattel spokesperson declined to comment on specific release dates 
and pricing plans. = Frank Provo 


Size: 7.5 ст x13.3 cm x 2.7 cm 


13.0 cm x 8.0 cm x 3.5 ст 


Weight: 138g 195g 
Power: AA batteries 2 AA, 1 CR-2032 Lithium batteries 
Playtime: 10 Hours 40 hours 
Screen: Reflective TFT (no-backlit) by Sharp Reflective TFT (non-backlit) by Sharp 
Resolution: 160x140 RGB display, 2.3-inch 160x152 RGB display, 2.4-inch 
Total Colors: 32,000 (56 on-screen at once) 4096 (146 on-screen at once) 
CPU: 2 MHz Z-80 8-bit 6.144 Mhz Toshiba TLCS900H 16bit CPU 
Work RAM: 32K 12K 
Link port speed; 19.2kbp/s 19.2kbp/s 
Total sprites: 40 128 
Total sprites per line: 10 64 
Independent scrolling 
backgrounds: 2 2 
Buttons: (A, B, Select, Start) (A, B, Option) 
Sound: Four-channel stereo compatible with ^ Six-channel stereo compatible with 
b/w Game Boy games b/w Neo*Geo Pocket 
Price: Price: 6800 yen (565) Price: 5800 yen ($55) 
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12.80 cm x 7.43 cm x 2.5 cm 
96g 

1 АА battery 

20 hours 

FSTN reflective (non-backlit) by Casio 
224x144 RGB display, 2.8-inch 
4069 (241 on-screen at once) 
3.072 MHz 16-bit 

512K 

38.4kbp/s 

128 

32 


4 

Thirteen - (X1-X4, Y1-Y4, Start, A, B, 
Volume, and Power) 

Four-channel stereo compatible with 
original WonderSwan games 

Price: 6800 yen (S65) 


13.5 cm x 8.0 cm x 2.5 cm 
140g 

2 АА batteries 

20 Hours 

Reflective TFT white-panel (non-backlit)/ Sharp 
240x160 RGB display, 2.9-inch 
65,535 (511 on-screen at once) 
16.7 MHz ARM7 RISC 32-bit 
256K 

1Mbit/s 

4096 

256 


8 

Six - (A, B, L, R, Select, Start) 
32-channel CD-quality stereo. 
compatible with Game Boy and Game 
Boy Color games 

Price: 9800 yen (595) 


Final Fantasy 1, 2 and 3 

Square's perennial Final Fantasy series is coming to WonderSwan 
Color. Final Fantasy will see a December release in Japan, with the 
second and third installments hitting in April and July of 2001. Sporting 
enhanced, SNES-quality graphics and refined control, these babies 
trounce the NES releases while delivering the same endearing story 
lines. Should the first releases prove successful, WonderSwan Color 
ports of Final Fantasy 4, 5 and 6 (U.S. FF3) may see fruition in 2002. 


Guilty Gear Petite 

Thanks to the WonderSwan Color's new reflective screen, blurring is a thing of the past. As a result, fighting 
game fanatics may find new joy from the system. The first example of this is Sammy's Guilty Gear Petite, 

a super-deformed version of the upcoming console release, Guilty Gear X. Guilty Gear Petite is set for a 
Spring 2001 release in Japan. 


SD Gundam Hero 

While Americans are getting their first taste of Gundam with the 
Gundam Wing, the series itself has actually been popular for over 
20 years in Asia. Bandai plans to release two related Gundam games 
for WonderSwan color, Gundam Hero: Knight and Gundam Hero: 
Warrior, the first of which is slated for a December 2000 release. 


Digimon Adventure 02: D1 Tamer 
Bandai's Digimon Adventure o2 focuses on the plight of Ken, a boy who fell into the Digiworld. Since you 

can only return to the real world by winning the D-1 Digimon Competition, the game requires that you train 
a variety of Digimon, battle CPU opponents to improve their skills, and collect a stable of over 100 Digimon 
characters in order to trounce the competition. A search for four sacred Digimon adds ample side journeys 
to the game as well. 


Cybiko Challenges GBA 


The new Cybiko, staked by America On-Line and 
supported mainly by an online ad campaign, 
promises to revolutionize the handheld 
market in all its forms; gaming, 
communication and personal 
organization. At heart, the Cybiko tries 
to emulate a handheld system and a 
PDA and put together both in a low- 
cost package, although hardcore users 
of either will probably not want to 
change any time soon. Among the 
system's features are free, 


Game System or PDA? 


downloadable games, wireless chat, e-mail and the ability to locate 
other Cybiko users. Graphically the Cybiko can't compete with its 
peers, with games looking to have been ported from Tiger's 
Game.com. The system sports a full QWERTY keyboard, directional 
control pad, a PC connector and cable, and a stylus. Users 
communicate with each other across short distances with an 
.. RFantenna. 
The Cybiko is available for $99.95 from a number of national 
[3 retailers or Cybiko, Inc.'s Web site (www.cybiko.com). The 
© company is planning many additional add-ons for the system, 
4» .. Such as an MP3 player, a cellular adapter and a memory 
=> Wenn - Nicole Kirk 
<=> 


<=> 
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At the 2000 Electronics Entertainment Expo, 
SongBoy, Inc. proudly displayed a series of 
unauthorized “SongBoy” portable MP3 music 
player products for Game Boy Color. The 
players would have allowed consumers to 
download MP3 audio files from their personal 
computers for play on handheld gaming 
systems. Unfortunately, a legal injunction from 
Nintendo put the brakes on the Game Boy 
Color player. 

Nintendo claimed the technology infringed 
on a variety of their intellectual property 
patents. Due to this litigation, the tiny Palo 
Alto-based company closed its doors; SongBoy, 
Inc. had been effectively silenced. Like a 
phoenix rising from the ashes, SongBoy, Inc. 
changed their name to Song-Pro, Inc., raised 
additional operating capital, and reached a 
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ка , Loses Title 


of #1 Pokéfan 


ШЕ his past November, psychic spoon- 


bender and best-selling author Uri Geller 


levied a $100 million lawsuit against 
ЕЕ Nintendo of America, claiming that they 
turned him into an "evil, occult Pokémon 
character" by fashioning the psychic Pokémon 
Un Geller (U.S. name: Kadabra) after him. 
The suit matches similar litigation 
presented earlier in the year against 
Nintendo divisions in 
Japan and Europe. 
Known across the 
world as "that guy who 
bends spoons,” Geller 
has made a career out 
of performing 
inexplicable acts of the 
paranormal, such as 
wrenching metal, 
predicting the future, 
detecting buried minerals, 
and reading people's thoughts. Thanks to Un 
Geller/Kadabra's ability to read minds and bend 
Spoons, Geller feels that the Pokémon bears 
more than just a passing similarity to his own 
abilities. A man of Jewish descent, Geller also 
claims that the star on Un Geller/Kadabra's 
forehead resembles the Jewish religious symbol, 
the Star of David. To add injury to insult, a trio of 
lightning bolts on the Pokémon's chest also 
incenses Geller, who states that they are 
reminiscent to a German Nazi SS symbol used 


settlement with Nintendo. 

Sporting a new name and a legitimate 
Nintendo patent license, Song-Pro is back, 
hoping to release media player devices for 
Nintendo's Game Boy Color and Game Boy 
Advance systems, as well as two stand-alone 
personal music devices. 

Ron L. Jones, president and CEO of Song-Pro 
said there may be the possibility of developers 
utilizing Song-Pro software and technology 
to boost the Game Boy Advance's sound. 

“| believe that we can make the GBA do things 
that Nintendo never thought the GBA capable 
of. Once you hear the CD-quality stereo sound, 
all game developers will want to use the Song- 
Pro as their sound generator," Jones said. 

Should things pan out, look for Song-Pro 
music devices, retailing for approximately $109, 


during World War II. 
In a public statement, Geller's lawyer, 
Marshall Grossman, put it succinctly, *Uri Geller 
is internationally known as a spoon bender. To 
duplicate his name and signature is bad 
enough, but to then brand him in an evil way 
and place on his character the German SS 
lightning bolts and what appears to be a yellow 
Star of David is despicable." In the worldwide 
series of suits, Geller seeks many hundreds of 
millions of dollars in damages and a recall of all 
products bearing the Un Geller/Kadabra 
likeness. - Frank Provo 


May Find A Home On Game Boy 


to begin showing up on store shelves in mid to 
late 2001. The Song-Pro Personal Music Device 
plugs into the Game Boy Color's cartridge port. 
Utilizing a USB interface for data transfer, an 
external set of CD-player controls and a 
headphone jack for output, the unit mainly 
uses the Game Boy as a power source. 
However, if necessary, the Song-Pro's built-in 
firmware allows music lovers to manage files, 
adjust track order, and vary graphic equalizer 
settings via the Game Boy Color's LCD screen. 
Since the unit doesn't rely on the system's 
sound chip, the зо to бо minutes of music is 
as crisp as your home CD player. In the case of 
the Game Boy Advance model, work is under 
way to develop a software solution that 
transforms the system itself into the main 
media playing device. = Frank Provo 
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Sure, mom told you not to ride your bike in | 
the house, but she's never seen Dave Миа | | 
Freestyle BMX from Acclaim Max Sports. With | 
12 vert, dirt and street courses to tear up, 
you'll be ripping like the pros in no time. Use 
the Trick Modifier to create more than 1,300 
insane tricks. And with 10 sick multi-player 
games including Longest Grind and Gnarliest 
Crash, the couch will mold to your butt long 
before you put down the controller. 


Developed by 


2/4475 [соге ЫР 


Lo O Dréamcast m = 
Miracle Boy faa Ugo === Е 
БЕЙШЕ | e | www.acclaimmaxsports.com 


Dave Mirra Freestyle BMX™ and Acclaim® & © 2000 Acclaim Entertainment, Inc. All rights reserved. Developed by Z-Axis. Slim Jim is a registered trademark of GFI Holdings, Inc. © 2000. PlayStation and the 
PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Game Boy and Game Boy Color are trademarks of Nintendo of America Inc. © 1989, 1998 Nintendo of America Inc. Licensed by 
Nintendo. Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, Ltd. © SEGA ENTERPRISES, LTD. All rights reserved. The ratings icon is a 

registered trademark of the Interactive Digital Software Association. Screen shots taken from the PlayStation® game console. 


— Reviews 


ALADDIN 


Publisher: Ubi Soft 
Web Address: www.ubisoft.com 


Remember Aladdin from the 
Sega Genesis days? If not, that's 
OK. This Game Boy Color Aladdin 
game is very similar to the one 
that came out back then—and 
that's a really good thing. The 
game features level after level of 
Side-scrolling, platform good- 
ness. Your job, like in the animat- 
ed movie from way back when, 
is to stop Jafar and lago from 
getting a hold of the powers that 
lie in the Cave of Wonders. So 
you make your way through a 
ton of levels, fighting all sorts 


Visuals: 9 


of baddies, eventually taking on 
Jafar and saving the day. While 
the game is nearly a perfect port 
of the Genesis version, it suffers 
due to the limitations of the small 
Game Boy screen. At times it can 
be rather annoying because it's 
tricky to see what's going on. 
Some of the areas in levels can 
prove to be rather tedious as 
well, but overall the game retains 
much of its original charm. Just 
keep in mind, this is the kind of. 
game you can play once and be 
done with. 


Ingenuity: 6 


Sound: 8 Replay: 7 


ANIMORPHS 


Publisher: Ubi Soft 
Web Address: www.ubisoft.com 


Given the phenomenal sales 
of Nintendo's Pokémon carts, 
it should come as no surprise 
that we are now seeing a glut of 
rip-offs hitting store shelves. 
Animorphs is one of them. This 
"collector" game chronicles the 
adventures of a band of kids 
capable of shape-shifting into var- 
ious mammals and reptiles. When 
controlling a character in animal 
form, your objective is to chal- 
lenge roaming beasts to simple 
RPG-style fights. If you are the vic- 
tor, you'll secure your opponent's 


555555: 


РОСКЕТ САМЕЅ 


Visuals: 5 


form for use during future battles. 
Aliens randomly attack, rewarding 
wins with food and punishing 
losses by eliminating your stock 
of available animal shapes. This is 
fun for a while, but ultimately, the 
game fails to deliver anything new 
or exciting; this has all been done 
better elsewhere. 

There are a handful of other 
stumbling blocks: assigned objec- 
tives are sometimes difficult to 
follow, continuing your game 
requires a 16-digit password, and 
oddly, no multiplayer options. 


Ingenuity: 2 


Sound: 5 Replay: 4 


ALICE IN WONDERLAND 


Publisher: Nintendo 
Web Address: www.nintendo.com 


Alice in Wonderland is what а 
kid's game should be. All too 
often, half-rate games come along 
that say they're for kids but they 
really are for no one. However, 
this is a well-made title and 
should provide hours of fun for 
any youngster. The movie-inspired 
levels are broken up between 
quick side-scrolling platform bits, 


a sort of top-down adventure style 
of play, and other levels where 
you are falling and need to avoid 
objects (or in a bottle going down 
rapids in another level). 


Visuals: 8 
Sound: 6 


Eventually, you make your way 
to the queen's castle and all hell 
breaks loose. Stages are filled 
with all of the characters from the 
film, with text dialogue to match 
each of their unique styles of 
speaking. It even has a little art 
program where you can use Alice 
in Wonderland clip art to make 
scenes, which in turn can be sent 
to the Game Boy Printer for some 
Sticker fun. Older players may 
enjoy playing it, but a couple of 
the levels may prove to be a bit 
too repetitive. 


Ingenuity: 7 
Replay: 6 


7.5 


ARMY MEN AIR COMBAT 


Publisher: 3DO 


Web Address: www.3D0.com 


At first glance, Army Men Air 
Combat appears to be a solid 
send-up of EA’s Strike games. 
Good graphics and a sharp 
interface combine with interesting 
missions to give the impression 
of a quality title. 

Unfortunately, the entire pack- 
age is let down by a maddeningly 
imprecise control scheme. The 
vessels of Air Combat are slow 
to turn and prone to spinning in 
circles; this spells death when 
artillery vehicles are constantly 
flanking you. Shuttling across 


the screen is an awkward action 
to perform, since pressing “up” on 
the digital pad moves your chop- 
per forward regardless of the 
direction it’s facing. This counter- 
intuitive setup does not become 
more comfortable with time— 
even hours into the game, you'll 
be bumping into walls and veering 
off of set paths. Firing at the 
opposition is frustrating as well: 
your “gunman” automatically 
locks onto enemies, and typically 
fails to line up the opponents you 
actually want to take out. 


7_| Ingenuity: 3 
5 Replay: 2 
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ARTHUR'S FUN DAY 


Web Address: www.mattelinteractive.com 


ASTERIX: ON DOGMATIX'S TRAIL 


Publisher: Infogrames 
Web Address: www. infogrames. com 


Arthur wants to win a free tick- 
et to Wonder World, so you must 
guide him through his neighbor- 
hood and play a series of 
minigames with all his friends to 
earn stars which can be used for 
admission to the park and the 
games’ bonus levels. Most of the 
15 activity games are designed to 
teach really young kids color, 
counting and simple reasoning 
skills. None of the games require 
much skill, but it’s a good game 
for little tykes to cut their Game 
Boy teeth on because the tasks 


are intuitive and require no read- 
ing to understand. The graphics 
animation and music are all very 
well-done for a game of this kind, 
but the bottom line is if you are 


not 5 or 6 years old, there is noth- 


ing about this game you will want 
to play for more than five min- 
utes. Among the best minigames 
are air hockey (pong), newspaper 
route (paperboy), bumper cars 
and skeet ball, from the Wonder 
World levels. Subtract one point 
off the score for every year you 
are past age 5. 


[ M — 


Publisher: Rockstar Games 


Visuals: 8 
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AUSTIN POWERS/DR. ЕМИ | 


Asterix and his friend Obelix 
live in the only Gaul village not 
conquered by the Roman Empire. 
This makes Asterix a bit hot-tem- 
pered. In Asterix: On Dogmatix's 
Trail, our hero is having a particu- 
larly poor day, as not only have 
the Roman hordes marched closer 
to his village, but his canine 
companion Dogmatix seems to 
have run off. Through six areas, 18 
levels, 12 minigames, and seven 
major boss battles, you need to 
help Asterix find Dogmatix. 

Increasing the fun, you can play 


as Asterix's friend Obelix as well. 
Although Obelix doesn't move 
very fast, he's quite a hulk of a 
man and can dole out major pun- 
ishment to those pesky Roman 
encroachers. There's running, 
jumping and fun-loving fisticuffs. 
Not since Super Mario DX has a 
platformer wrapped an endearing 
quest in such pleasing gameplay. 
The game's visuals are refined. 
Asterix, Obelix and the Roman sol- 
diers move just as you'd expect 
comic-book characters to move, 
dripping with animation. 


Visuals: 8 


Ingenuity: 8 


Sound: 7 


Replay: 8 


8.0 


С Publishe 


Mattel 


Es Web Address: www.rockstargames.com 


Web Address: www.mattelinteractive.com 


Nine times out of 10, a Game 
Boy cart based on a licensed prop- 
erty will be a crappy, Mario-style 
platformer. Is that the case here? 
Well..yes and no. The title has its 
fair share of side-scrolling action, 
and that element of the game is. 
just as uninspired as you'd expect. 
Other modes of play include a 
mediocre “Pac-Man”-style maze 
chase and linkable games of 
Othello and Rock, Paper, Scissors 
(really), The game mimics 
Windows, complete with tool bars, 
faux “Internet” options, and e-mail 


functions (trade message with 
other players via infrared link-up). 
You get to play with screensavers, 
listen to countless sound bites, 
watch a bit of digital video, even 
escape to a DOS prompt. Two 
(soon to be four) different versions 
of the game are available, offering 
players separate desktops to 
choose from: Austin’s or Dr. Evil’s. 

Both carts are identical in 
construct, save for one of the 
minigames (Austin’s platformer 
takes place on foot, Dr. Evil’s takes 
place on a motor bike). 


Visuals: 5 


Ingenuity: 4 


Sound: 3 


Replay: 3 


Designed for younger players 
(most likely girls) Barbie Magic 
Genie Adventure can best be 
described as an introduction to 
adventure games. Your job is to 
guide Barbie through five worlds 
which are explored by navigating 
a series of not-too-difficult mazes. 
Along the way, Barbie spends her 
time speaking to a handful of peo- 
ple and animals, collecting items, 
and occasionally undergoing a 
specific “challenge” to earn 
new powers. 

These “challenges,” at first 


Дара? 2 


glance, may appear to be mildly 
interesting puzzle-based mini- 
games. However, they consist of 
matching up four crystals with 
their appropriate patterns, or guid- 
ing a falling rock onto a stationary 
block (picture Tetris, except the 
only goal is to get the block to the 
bottom of the screen). Originally 
this title was designed for the PC 
and came bundled with a “magic 
lantern" which players could use 
to interact with the game. Without 
the lantern players are left with 

a quest that is rather uninvolved. 


Visuals: 6 


Ingenuity: 5 


Sound: 7 


Replay: 
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BATMAN BEYOND: КОТ) 


Publisher: Ubi Soft 


Web Address: www.ubisoft.com 


It's not often that the Game 
Boy version of a game exceeds 
its PlayStation counterpart, but 
that's not really saying much, 
since the PS and N64 versions 
were some of the systems’ 
worst games of the year. And if 
you've been unfortunate enough 
to play one of these debacles, 
then you know what to expect 
on the Game Boy— plenty of 
punch-punch-punch side-scrolling 
action that follows the story of the 
recently released Batman Beyond 
video/DVD, Return of the Joker. 


Unfortunately, there's not much 
depth here, as most of the time 
you can just stand in one spot 
and punch, waiting for the ene- 
mies to stupidly line themselves 
up for annihilation. Sure, there 
are a few weapons to pick up, 
but they do little to enhance 
gameplay. It all makes for a pretty 
boring experience, totally non- 
indicative of the cartoon on which 
it is based. This one belongs in 
the depths of the Batcave, along 
with most other superhero games 
out there. 


BUFFY THE VAMPIRE SLAYER 


Publisher: THQ 


‘Web Address: www.thq.com 


| Visuals: 5 | Ingenuity: 2 | 
| Sound: 5 | Replay: 5 | 


BUST-A-MOVE MILLENNIUM ED. 


As far as TV-to-game transla- 
tions go on the Game Boy, Buffy 
the Vampire Slayer is pretty 
decent, due to the excellent 
cutscenes and humorous dia- 
logue (not spoken, of course) 
in between the levels. They 
really capture the spirit of the 
show, even though the game's 
story is contrived in spots. 

Unfortunately, the gameplay 
itself is mediocre at best. 
Levels are small, and the 
variety of vampire enemies 
(one even has a mullet) are 


best described as the braindead 
undead. When you encounter 
an enemy, you can't leave that 
particular scene until they're 
killed (like in Golden Axe). 
Problem is, this creates a wall 
of sorts on each side of the 
scene. Simply back the enemy 
against this invisible wall, knock — 
them down with a sweep kick, 
and drive a stake through his. 
heart. Voilá, one dead vampire. 
Sadly, this even works on the 
bosses, so you can finish the 
game in an hour. 


Ingenuity: 3 | 
Вер!ау: 1 


Visuals: 7 
Sound: 6 


2.9 


CANNON FODDER 


Publisher: Acclaim 


Publisher: 3DO 


When Nintendo's Game Boy 
launched in the U.S., every unit 
was shipped with a copy of 
Tetris. Talk about a wise market- 
ing decision —this simple puzzle 
game quickly became a national 
obsession. Acclaim's newest 
addition to the Bust-a-Move 
franchise proves to be similarly 
addictive. 

For those unfamiliar with the 
game series: Developer Taito has 
replaced the rapidly falling blocks 
of Tetris with colored bubbles. 
These spheres collect at the top 
of your game screen, eventually 


becoming a large mass intent on 
capsizing the play field. This. 
mounting threat must be elimi- 
nated by linking bubbles of the 
same color into sets of three or 
more (a la Columns). The game's 
play mechanics are simple to 
learn, and the well-designed con- 
trol scheme quickly becomes sec- 
ond nature. There are plenty of 
play options to choose from: You 
can link up with a buddy for a few 
competitive rounds, explore a 
story mode, opt to take on an 
endless stream of bubbles, etc. 
This is a tough one to put down. 
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Cannon Fodder, the classic PC 
strategy staple, has made its way 
onto the Game Boy Color. You are 
placed in control of a squad, with 
your mission simply being to seek 
and destroy the enemy. Cannon 
Fodder opens with a surprisingly 
funny and well-done intro, com- 
plete with tinny digitized voices, 
and illustrates the goofy nature 
behind the game. Gameplay 
involves pairs of soldiers being 
parachuted into enemy territory, 
with the goal of finding and 
obliterating every opponent. 
When those two die, two more 


are parachuted in until you run 
out of troops. 

You control your troopers with 
a cursor, pointing them in the 
direction to go. The cursor does 
move a little slowly, which some- 
times can cause the demise of a 
trooper when not quick on the 
draw. Graphics and stages aren't 
widely varied, mostly being 
redesigns of earlier scenery, and 
troops are sometimes hard to see 
as they blend into the back- 
ground. Cannon Fodder should 
appeal to fans of Metal Slug 
and Contra. 


| Ingenuity: 
3. Replay: 


| Visuals: 2 
Sound: 
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Race across Bikini Bottom 
with SporigeBob! 


EVERYONE 
Compete against your Favorite £ 
Nickelodeon Characters! 6 
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Publisher: THQ 
Web Address: www.thq.com 


The graphics in Championship 
Motocross are downright amazing 
considering the limitations of the 
Game Boy Color. Motocross is 
using some sort of cool scaling 
effect to make it look like you are 
actually racing your motorcycle 
around a course. When you come 
to a huge jump you really get the 
feeling of leaving the ground and 
catching some air. In addition to 
this, the game is a lot of fun 
although rather difficult at times 
thanks to sensitive control and 
tricky opponents. It's also way too 


Publisher: Kemco 


Hiro Miyamoto, leader of the 
Miyamoto clan, is not having 

a good day. Kage Mishima, enemy 
to the Usagi and Miyamoto 
families, has stolen the mystical 
Daikatana sword and kidnapped 
Hiro's friend, Mikiko. Across 

eight locations and 32 levels, 

you need to slay some Samurai 
butt, rescue Mikiko, and get the 
Daikatana back. 


а top-down dungeon-crawler with 
action-RPG elements. Progressing 
through the game’s intricate plot, 
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MOTOCROSS 2001 


DAIKATANA 


Web Address: www.kemco.com 


Similar to Zelda DX, Daikatana is 


Visuals: 
Sound: 


easy to wipe out on the side of the 
track. 

Still, Motocross 2001 has a ton 
of modes to keep things going— 
some are standard, while others 
are unique. In the Freestyle Mode, 
you can do all sorts of real moto- 
cross tricks as you race around the 
track. The game also features a ton 
of real-life motocross racers and 
courses, complete with stats. You 
can even juice up your bike if you 
want. Allin all, this is an above- 
average racer with nice gameplay 
and some memorable graphics. 


Visuals: 10 | Ingenuity: 
Sound: 


you'll travel from timeline to time- 
line, acquiring weapons, solving 
puzzles, and defeating Kage 
Mishima’s minions. Along the way, 
you'll gain control over two allies— 
the agile Mikiko and the charismat- 
ic Superfly Johnson. Thankfully, a 
plethora of swords, lasers, ham- 
mers, discuses and other assorted 
weapons are at your disposal, as is 
a handy battery save. In keeping 
with its similarities to Nintendo's 
Zelda DX, Daikatana has a super- 
deformed graphical look that 
Serves the game well. 


7 Ingenuity: 
5 Replay: 
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| CHICKEN RUN. 


С Publisher: THQ 
Web Address: www.thq.com — 


Puzzle fanatics will feel right 
at home with Chicken Run. Your 
job level after level is to lead a 
specified number of hens from 
one area of a maze to an exit 
by dropping seed— kind of, sort 
of like a poultry version of 
Lemmings from a three-quarter 
perspective. Of course, this 
sounds easier than it actually is 
thanks to a number of obstacles 
you must steer clear of and items 
to find to aid in your escape. 
For instance, in one level you 
not only have to avoid the 


My, Dinosaur'us, what big 
sprites you have! The extra-large 
dinosaurs and striking graphics 
leap right off the screen and 
pull you into a Darwinian world 
full of dangers. 

Iguano hatches from his 
egg in the opening animation 
to become your first of six 
playable beasts. Advance 
their levels, breed them, battle 
other prehistoric creatures, 
and link with your friends to 
duke it out tourney-style in 
your quest to become a 


NEE 


‘Visuals: 7 - 
Sound: 6 
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watch dog, but also find a spoon 
to dig under a fence. 

Things get much more compli- 
cated as the game goes on, but 
never too frustrating or difficult — 
it still retains its fun edge 
throughout. Sometimes your 
chicken friends don't want to fol- 
low you though, so it can be 
tedious at times. And while the 
levels feature a fairly decent 
amount of variety as the game 
goes on, they can still be repeti- 
tive. But remember, it is geared 
slightly toward kids. 


Replay: 8 


Pokémon-er a dinosaur master. 

Scattered throughout the 
different zones on the world 
map are elements your dinos 
can collect and use for some 
heavy-duty attacks in the turn- 
based RPG battles. Blocked-off 
sections with goodies inside add 
a puzzle aspect to the game. 
Expect to spend some time look- 
ing around for power-ups; the 
gameplay isn't very intuitive. 
Various dinosaurs' abilities like 
swimming and flying keep the 
gameplay lively. 


| Ingenuity: 7 


— Reviews 


DONALD DUCK GOIN' QUACKERS 


Publisher: Ubi Soft 


Web Address: www.ubisoft.com 


It’s easy to dismiss this as a 
lame duck title considering its kid- 
friendly Disney characters and 
license. That would be a mistake 
however, because Donald Duck: 
Goin’ Quackers is simply fantastic! 

The Game Boy system has tons 
of side-scrolling action games but 
the animation, player control and 
sound put this Ubi Soft-developed 
title at the top of the list. You play 
as Donald in a quest to save his 
girlfriend Daisy who has been kid- 
napped by the evil magician 
Merlock. Donald’s special skills 


are one-button jumps and butt- 
stomps, so it is an easy game for 
younger players to master. 
Playing through the four levels to 
rescue Daisy is pretty easy, but 
you also need to collect four tele- 
porter blueprint pieces, one hid- 
den in each level, to actually fin- 
ish the game and send Merlock to 
another dimension. Searching for 
the puzzle pieces is fun, as there 
are lots of cool puzzles and areas 
to explore which many gamers 
would otherwise miss if not for 
the teleporter bits. 


Visuals: 9 
Sound: 8 


Ingenuity: 7 
Replay: 5 


7.5 


DOUG'S BIG GAME 


Publisher: Disney Interactive 


Web Address: www.disneyinteractive.com 


Doug reminds me of the game 
Hype, in that you start the game 
by going on a number of mini- 
quests, trying to find items or 
people. Your ultimate goal in 
Doug, however, is to find Patti, 
Since it appears she stood you up. 
The neat thing is, each time you 
start the game, things progress a 
little differently—it's not the exact 
same story again and again, an 
interesting feature for a Game Boy 
title. The adventure portion of the 
game is broken up by action 
parts, done in the style of a Doug 


daydream (usually flying around 
as Quailman). The game features 
a bunch of the characters from 
the popular cartoon, the same 
sort of dialogue and the same 
hang-outs, too. And like the show, 
the game is geared more toward 
a younger gamer. 

Overall, Doug is pretty easy, 
but there are parts that are mod- 
erately difficult. And luckily, there 
is a ton of stuff to do, and plenty 
of minigames to break up the 
quests. Doug fans will enjoy this 
one without a doubt. 


Visuals: 8 
Sound: 8 


Ingenuity: 7 
Replay: 8 


DONKEY KONG COUNTRY 


Publisher: Nintendo 
Web Address: www.nintendo.com 


One certainly can't accuse Rare 
of thinking small. After the 
resounding success of Nintendo’s 
Super Mario Brothers port, these 
chaps decided to port their 
biggest Super Nintendo success, 
Donkey Kong Country, instead of a 
mere NES title. Did they succeed? 

Other than the expected loss 
in color and sound quality, the 
Game Boy Color version of DKC is 
a bona-fide copy of the SNES clas- 
sic, right down to the tight con- 
trols, massive levels and secrets. 
In fact, just as SMB Deluxe provid- 


DRAGON'S 


ed handheld gamers with a lot of 
nifty extras, DKC provides a suite 
of minigames, several amusing 
multiplayer modes and a redux 
set of bonus levels that'll surprise 
even vets of the SNES classic. 

Sure, the four-color characters 
get a little lost amidst the detail if 
the lighting isn’t right, and the 
sound has definitely lost a lot in 
the translation, but if you're look- 
ing for a portable platforming 
adventure with plenty of polish, 
DKC is, pound for pound, one big 
ol’ barrel of monkeys. 


Visuals: 9 
Sound: 5 


Ingenuity: 5 
Replay: 9 


LAIR 


Publisher: Capcom 


Web Address: www.capcom.com 


Wow! Lately it seems like devel- 
opers have found some untapped 
power in the GBC hardware, 
because there’s no way a game 
like this should run so well on this 
little handheld. Maybe all the 
extra effort reflects certain compa- 
nies’ desires for a Game Boy 
Advance license. It’s astounding 
how authentic Dragon’s Lair looks 
and plays. Unfortunately, once the 
shock of seeing what is tanta- 
mount to full-motion video run- 
ning on the little Game Boy screen 
wears off, reality comes crashing 


down. Go left, go right, push the 
attack button, repeat ad nauseum. 
These FMV titles are little more 
than a digital game of Simon Says 
with pretty graphics, and Dragon’s 
Lair is the worst offender of the 
bunch. The game is over way too 
fast. Also lacking is the sound, 
and | don’t just mean music. 
Decent sound effects of any kind 
are missing. It might be because 
all that animation takes up so 
much space. Tragically for 
Capcom, Dragon’s Lair is a low- 
budget trip down memory lane. 


Visuals: 9 | Ingenuity: 4 


Sound: 4 Replay: 2 
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EMPEROR'S NEW GROOVE Biiuddi* 


Publisher: Majesco 
Web Address: www.majescosales.com 


but unfortunately they are rather 
linear. The other issue is the 
questionable hit detection when 
jumping to different platforms. 
Sometimes you'll land halfway 
between two area squares, and if 
you're too quick you can easily 
end up in the drink. Graphically, 
Frogger 2 is quite an impressive 
cartridge by GBC standards. 
Colors are used liberally in each 
ofthe various stages, and for the 
most part contrast nicely—there’s 
very little blurring, lots of levels 
and classic Frogger gameplay. 


Players have come to expect 
stellar graphics and fast-paced 
action from a video game riding 
on the back of a high-profile 
Disney movie. Considering this, 
The Emperor's New Groove is 
arelative disappointment. 

The title has been competently 
developed, but nothing in it 
stands out as impressive or 
inspired. You control a happy- 
go-lucky Llama who excels at 
spitting, jumping and ramming 
routine enemies (scorpions, 
snakes, birds, etc.). Gameplay is 


focused primarily on platform 
hopping; each level is filled with 
a daunting series of chasms and 
water hazards. Unfortunately, 
crossing these pitfalls can be 
quite frustrating, given the unfor- 
giving digital control. Your 
Llama’s standard pace is too slow 
to complete timed jumps, and his 
running pace is too fast for sharp 
stops. On the visual end—all of 
the characters populating the 
game’s varied landscapes ani- 
mate well, but the background 
art is static and lacking in detail. 


| visuals: 5 | Ingenuity: а | 
| Sound: 7 | Replay 5 | 


Let's face it, Frogger rocks. It's 
as close as you get to defining a 
"classic." Frogger 2 keeps the 
traditional formula intact, while 
making improvements in key 
areas to keep things interesting. 
A couple of problems, though: 
A lot of the level puzzles and 
mazes, particularly the Ice stage, 
rely on trial-and-error a bit too 
much, and it's difficult to plan 
your next move with such a limit- 
ed vantage point. This wouldn't 
be a problem if the mazes could 
be passed in more than one way, 


Visuals: 8 | Ingenuity: 7 
 Sound:6 | Replay: 7 


GALAGA 


Publisher: Malesco: 


HOYLE CASINO 


Publisher: Sierra ur 


Web Address: www.sierra.com 


Another classic arcade conver- 
sion, Galaga on the Game Boy 
Color should be considered only 
by fans of the original. Whether or 
not the gameplay stands the test 
of time is debatable, but the few 
new additions have made this 
game especially questionable. 

The color conversion and addi- 
tion of detailed colored back- 
grounds is well-intentioned but 
creates a huge gameplay flaw: 
You can’t see any incoming enemy 
projectiles. Whose bright idea was 
it to make enemy shots green on 


a green background? The overall 
color contrast is so poor it hinders 
your game strategy. 

Galaga has some audio prob- 
lems as well. The speakers on the 
Game Boy aren't that great to 
begin with, but the preset volume 
maximum is incredibly low. Even if 
you can adapt to these annoy- 
ances, the overall package isn't 
very exciting—enemy attack for- 
mations are repetitive, the back- 
grounds cycle quickly, and there 
are no extras. They probably. 
should have left Galaga alone. 


atl Visuals: 
E Sound: 6 | 


7 | Ingenuity: 
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Hoyle, long-time keeper of the 
official rules for hundreds of par- 
lor, casino and card games, has 


stepped forward with a solid offer- 


ing for GBC, allowing gambling 
addicts to get their gaming fix on 
the go. Featuring adequate ver- 
sions of Blackjack, Craps, Pai Gow 
Poker, Roulette, seven kinds of 
hand Poker, four kinds of Slots 
and four kinds of video Poker, 
Hoyle Casino squeezes a lot of 
casino into your Game Boy. 

Of course, with such a wide 
variety of games, some are bound 
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to be better than others. One par- 
ticular highlight is Blackjack, 
which—unlike most other casino 
video games—simulates the casi- 
no experience more accurately by 
including three other CPU players 
in the game. On the other hand, 
Roulette doesn't even show a 
spinning wheel! Isn't that tension 
the attraction of the game? 

Well, no matter. The sheer 
Scope and variety, coupled with 
the good animation, quick game- 
play and solid sound, make Hoyle 
Casino a good choice gamblers. 


| Ingenuity: 
1:8 .. Replay: 8 
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HYPE: THE TIME QUEST 


Publisher: Ubi Soft 


Web Address: www.ubisoft.com 


First things first: This game 
is for young boys. That said, 
it's still really well-made. In fact, 
if you've been thinking about 
getting into an adventure game 
but are intimidated by huge 
RPGs like Final Fantasy or 
Zelda, this might be a good 
place to start. 

You take the role of Hype, a 
knight in a kingdom that has 
been taken over by the evil Black 
Knight. He sends you back in 
time, and your job is to get back 
to your era and save your home- 


land. You do this by completing a 
variety of miniquests, usually 
helping someone find something 
he/she needs. The game is bro- 
ken up into two main parts: an 
overhead viewpoint, usually tak- 
ing place in a town, and side- 
scrolling action levels, which are 
more or less like “dungeons.” 
There's also a couple of flying and 
boss levels. The control is excel- 
lent, the music is perfect, and the 
graphics are above-average. I’m 
an adult, and | had a blast playing 
this one, pardon the "hype." 


LAURA 


Publisher: Ubi Soft 


Web Address: www.ubisoft.com 


Like Hype, Laura is a Playmobil 
game made specifically for kids— 
young girls, in this case. And 
also like Hype, Laura is a really 
well-made quest game, except 
it doesn't feature spiders, 
swords and other such “icky 
boy" things. 

As Laura, your job is to do a 
bunch of good deeds for various 
people around town. After you 
manage to perform enough good 
deeds, a special door will open 
and a whole new quest will be 
presented — you need to help 


save a faerie who is trapped in a 
secret cave. For most of the 
game, you travel around your 
house and around town helping: 
people out. This is broken up by 
a number of minigames (like 
jumping rope, finding a pigeon, 
rocking your baby sister and 
more). It's the perfect game for 
any little girl who wants to get 
into Game Boy games, but does- 
n't like all the testosterone and 
senseless killing found in many 
of the popular action games 
geared toward boys. 


Visuals: 8 


Ingenuity: 10 


Sound: 7 


Replay: 7 


Publisher: Nintendo 


www.nintendo.com - 


web pets www.ubisoft.com 


Believe it or not, Pinball Frenzy 
rivals similar pinball games 
found on the PlayStation. It actu- 
ally has excellent ball physics. So 
it goes to show it doesn't matter 
so much what system a game is 
on— what matters is if the game 
is good or not. 

This nice-looking title has two 
main tables, with plenty of stuff 
to unlock, bonuses to find, ball 
locks, ramps and more. Once you 
work your way through both 
tables, you can mess around with 
the 15 or so minigames (you can 


unlock them by finding secrets on 
the main tables). The only nega- 
tive aspect of this game is many 
of the min-levels are too similar to 
one another —the only thing that 
changes many times are the char- 
acters involved. There's even a 
Game Boy Printer option in cer- 
tain areas of the game, so you 
can print out stickers of your 
favorite Little Mermaid charac- 
ters. Pinball Frenzy is simple 
enough for anyone to fiddle 
around with, the kind of game 
kids and parents can both enjoy. 


28  POCKET GAMES 


Great credit must go to the 
Digital Eclipse development team 
for creating a licensed game that 
is both genuinely funny and truly 
entertaining to play. Here is a 
product designed for mature 
gamers (it can get pretty vulgar— 
keep it away from the kids) with 
solid play mechanics and inspired 
level design...it’s the game that 
Austin Powers should have been. 

While the cart is essentially a 
simple action platformer, every 
level provides players with an 
engaging challenge. As Nicky, 
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you'll get to dodge trains, climb 
through sewers, and possess 
the innocent...gameplay never 
gets boring. And the graphics! 
Oh, if only every GBC title could 
look this good. Backgrounds 
are filled with intricate details; 
characters move with stunning 
fluidity. The sound is also first- 
rate: Both Nicky and Lucifer are 
provided with a sizeable number 
of amusing voice tracks. And if 
you've ever wondered if Game 
Boy can synthesize heavy-metal 
music...it can. 


M&M'S MINI MADNESS 


MAGICAL DROP 


Publisher: Majesco, Inc. 


Publisher: Electro Source 


Web Address: www.majescosales.com 


Web Address: www.electrosourceinc.com 


Munchies and video games 
always go well together, so 
what's wrong with M&Ms Minis 
Madness? It seems mini M&Ms 
have taken over the candy factory 
and four full-sized M&Ms have 
the daunting task of resetting the 
central computer system. Trans- 
lated: Find and throw the circuit 
breakers scattered in each level 
while collecting candy for points. 

Minis Madness is riddled with 
design flaws and bugs. Slowdown 
often occurs when more than one 
enemy is on screen. Platforms 


seem to disappear when you try 
to jump on them and in certain 
areas, there's no way out—you’re 
Stuck. Even when you're not 
Stuck, figuring out where to go for 
the next circuit breaker is no 
piece of cake. The music is irritat- 
ing and uninspired. The only 
redeeming quality this game pos- 
sesses is the brightly colored, 
detailed graphics. Pass on the 
Game Boy M&Ms and spend your 
money on the real thing. The 
resulting chocolate buzz will keep 
you happier than this game. 


Visuals: 6 


Ingenuity: 2 


Replay: 2 
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MEGA MAN EXTREME 


Publisher: Capcom 


Web Address: www.capcom.com 


Capcom’s Mega Man series 
goes all the way back to 1987, 
but Mega Man Extreme marks the 
series’ first appearance in color 
on a Nintendo handheld. Offering 
more than 15 unique bosses, 12 
weapon power-ups, eight body 
modifications and a battery save, 
the game’s foundation is perfect. 
In order to defeat the main bad- 
die, Techno, you'll jump, dash, 
Slide and shoot your way through 
a futuristic computer network. On 
the way, you'll take out a cadre of 
charismatic bosses, toting such 
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names as Chill Penguin and Spike 
Mandrill. Best of all, you'll steal 
their powers too. 

Unfortunately, the difficulty 
level in this one seems higher 
than previous Mega Man efforts 
and cheap hits lurk at every turn. 
While character animation is high 
and levels are ripped straight 
from 16-bit SNES Mega Man 
games, everything looks too 
washed out and simple. If you 
can get past sprite loss, slow- 
down and a few other visual 
glitches, MME is pure fun. 


Visuals: 6 


Ingenuity: 5 


Sound: 7 Replay: 6 


It's not Tetris and it isn't Bust- 
A-Move, but Magical Drop is defi- 
nitely a puzzle game unto itself. 
As you sit below a ceiling-mount- 
ed conveyer, a pile of colored 
drops are pushed down toward 
you from the top of the screen. 
Using your magical drop catching 
wand, grab like-colored spheres 
and relaunch them back into the 
pile, hopefully making further 
like-colored matches and dissolv- 
ing a few spheres. As they disap- 
pear, the settling pile may trigger 
massive combinations and chain 


reactions—resulting in a spectac- 
ular display of explosions. If the 
pile crushes you, the game ends. 

As a single-player game, 
Magical Drop is an addictively fun 
puzzler. However, the game's link 
cable mode brings out the game's 
true splendor. Challenge a friend 
and complete your board before 
he/she does. Cause a few chain 
reactions and you can even mud- 
dle up his/her screen. The GBC 
Magical Drop is not as crisp as on 
Neo*Geo Pocket, but it plays just 
as nice. 


Visuals: 6 


Ingenuity: 8 


Replay: 8 


MERLIN 


Publisher: Electronic Arts 
Web Address: www.ea.com 


Here's a nice surprise: an old- 
School platformer with enough 
variety to keep platform veterans 
interested, but enough simplicity 
and charm to appeal to the 
younger crowd. 

Merlin puts players in the role 
of the legendary wizard as he 
sets out to defeat a vicious drag- 
on who has awakened from years 
of slumber. The basic gameplay is 
fairly standard run-jump-shoot 
fare, with a power-up system 
based on the number of enemies 
the player can defeat withou 


| Visuals: 9 | 


getting hit—a fairly interesting 
method. 

The graphical style brings to 
mind the original Rayman, wi 
lush, varied environments, nice 
animation, large, interesting 
bosses and a nice swift framer- 
ate. Plus, the game throws in 
vertical- or side-scrolling shooter 
levels here and there—featuring 
Merlin perched on a cloud which 
he can control at whim—which 
really help to break things up. 
Though a bit too simple overall, 
it’s a solid game. 
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| Ingenuity: 7 
Replay: 6 
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METAL WALKER 


Publisher: Capcom 


Web Address: www.capcom.com 


In Metal Walker, you play a 
young boy on his quest to find 
and train little robots called 
“cores.” As you progress you find 
power-ups that allow your cores 
to evolve into new, more powerful 
robots and gain new abilities. 
There's a jealous spikey-haired 
rival and helpful professor who 
pops up every so often, other 
core hunters as bosses, and a 
two-player battle mode via the 
link cable. If you haven't gotten 
the message by now, reread the 
above, substituting each instance 


F| Visuals: 6 


of "core" and "robot" with 
*Pokémon." While not exactly a 
direct rip-off, you can tell what 
the developers had in mind when 
they made this game. 

That obvious lameness aside, 
the battle system in the game is 
more dynamic than the aforemen- 
tioned RPG, and actually kind of 
fun. It requires ricocheting your 
walker off of walls in an arena to 
collide with your opponent and 
pick up power-ups. The result is 
kind of like a billiards-RPG. That's 
unique, but not amazingly fun. 


Ingenuity: 6 
Replay: 6 


6.0 


Sound: 6 


MONSTER RANCHER EXPLORER 


Publisher: Tecmo 


Web Address: www.tecmoinc.com 


When | first popped Monster 
Rancher Explorer into my trusty 
Game Boy, | was reminded of the 
glory days of the NES—simple 
graphics and unique gameplay 
hooks. As | got further into the 
game, though, | was reminded of 
another aspect of the glory 
days— nostalgia aside, most 
games really weren't that good 
back then. 

MRE initially looks fun, but 
quickly gets repetitive. The game 
takes place in a mysterious tower 
that becomes overrun with mon- 
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Visuals: 4 
Sound: 4 


quires moving through each floor 
and solving a key/locked door 
puzzle; you possess the ability to 
create and destroy boxes at will, 
using them as stepladders to nav- 
igate those puzzles. The problem 
with the control is that your char- 
acter moves around very rigidly. 
The puzzles themselves are 
adequately challenging, but tend 
to get repetitive after about the 
10th stage. Boss fights every 10 
levels and being able to unlock 
monster assistants help to allevi- 
ate this problem, but it's not 
enough to maintain interest. 


MICRO MACHINES V3 


Publisher: THQ 
Web Address: www.thq.com 


Micro Machines 1 & 2 holds 
the current top spot in Game Boy 
racers, but that lead has been 
challenged by this game with 
the same license and developer. 
Not surprisingly, Micro Machines 
V3 looks very similar to its prede- 
cessor, but it's also a great game 
in its own right. 

The game is also played in 
the top-down perspective, and 
the Micro Machines are raced in 
appropriately small places like 
pool tables, picnic tables, school 
classrooms, etc. V3 seems more 


Visuals: 9 


realistic than the other games, 
and the various jumps and 
objects appear is quasi-3D. 

The graphics are smooth, control 
is tight, and the various modes 
of play are rewarding. 

A multiplayer option with 
support for up to eight players 
(two players sharing the same 
machine) is included, but 
some players may feel a little 
crowded. Sadly, although the 
game has new vehicle types 
and до courses, there is no bat- 
tery save. 


Ingenuity: 5 


Sound: 7 Replay: 8 


MR. DRILLER 


Publisher: Namco 


Web Address: www.namco.com 


Ingenuity: 7 
Replay: 5 


This is the way to do a puzzle 
game. Take ultra-simple game- 
play that's easy enough for a 
2-year-old to pick up. Then add 
lots of variables so that this 
deceptively simple game takes a 
great deal of time and skill to 
truly master. Throw in some col- 
ored blocks, and you're done. 

Mr. Driller does it all, and does 
it well. Players must control this 
diminutive spelunker as he works 
his way ever downward, snagging 
canisters of air along the way and 
avoiding crushing death from 


falling blocks above. Of course, 
it's a bit more complex than it 
sounds, but that's the beauty of 
this kind of puzzle game: a 
minute to pick up, hours and 
hours to master. The problem is, 
that is “hours,” not “days.” There 
just isn't enough variety here to 
keep you coming back for days, 
months, years to come. 

What's there is excellent — 
while it lasts. It’s not easy to rec- 
ommend as more than a rental, 
but if you're into puzzle games, 
you could do a whole lot worse. 


Visuals: 8 


Ingenuity: 8 


Sound: 7 Replay: 6 
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NFL BLITZ 2001 


Publisher: Midway 
Web Address: www.midway.com 


NASCAR HEAT 


Publisher: Hasbro Interactive 
Web Address: www.nascarheat.com 


When you think of NASCAR, 
images of intense racing and 
super-fast stock cars come to 
mind. To bring that level of excite- 
ment to the Game Boy Color is no 
easy task—some may say that it's 
downright impossible. With that 
said, NASCAR Heat isn't very 
exciting. In fact, the game can be 
pretty darned repetitive most of 
the time (we are talking about 
racing on a number of oval tracks, 
after all). Still, if you are a die- 
hard fan of NASCAR-style racing, 
it should keep you busy for at 


remains. In this GBC release, 
however, even the spirit is gone. 
There's no spins, no leaps, no 
flips and absolutely no blitz- bust- 
ing charges. About the only thing 
you can do in this game seems to 
be shotgun pass the ball and 
make a run for the end zone. 
Thanks to haphazard hit detec- 
tion, you'll either barrel right 
through opponents or be tackled 
with yards of space between. 

NFL Blitz 2001 may look decent, 
but it sounds horrible and plays 
even worse. 


Oh, Lord. NFL Blitz 2001 repre- 
sents the third rendition of Blitz 
on Game Boy Color and once 
again, it's a turd storm. 

The box says the game features 
multiple camera angles, digitized 
speech and video clips. What it 
doesn't tell you is that this means 
repetitively bland FMV snippets 
and garbled speech after every 
play. Speaking of play —where's 
the football? Sure, Blitz may 
reduce the sport down to 30-yard 
downs and a 7-оп-7 layout, but at 
least the core spirit of football 
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least a little while. 

The control is above-average, 
which is a big plus considering so 
many games in this category are 
unplayable due to bad control, 
and the graphics and sound are 
decent as well. There’s also a fun 
Beat the Heat mode, which allows 
you to create a variety of racing 
scenarios. For example, let's say 
you want to be on the last lap of a 
race with only a little fuel and you 
can't take a pit stop. Can you pull 
off the win? Other than this mode, 
things are pretty straightforward. 


Ingenuity: 
Replay: 


3.0 


POKÉMON GOLD & SILVER 


Visuals: 5 
Sound: 3 


NICKTOONS RACING 


Publisher: Hasbro Publisher: Nintendo 


_ Web Address: www.hasbrointeractive.com _ Web Address: www.nintendo.com 


Like the Nickelodeon shows 
Nicktoons Racing is based on, this 
game is for the children —and not 
children who want to get smart. 

This top-down racer has two 
modes of play: Quick Race and 
Championship. Players select the 
Nicktoon they want to race with— 
nothing more than a feeble 
attempt to show the cartoon 
logo—a character from any 
Nicktoon, then choose from a 
handful of tracks. Gameplay is 
mostly holding down the accelera- 
tion button for a few laps around 
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the course and riding the rails 
(hitting the wall has almost no 
effect). The CPU competition race 
around at a simple to top pace 


while ignoring the power-ups that 


make the race ridiculously easy. 
If Nicktoons Racing was as 
challenging and fun to play as it 
is graphically superb, than it 
would possibly be purchase-wor- 
thy. The game is perfect for a tod- 
dler who can't handle anything 
other than holding down the A 


button, and should be avoided by 


everyone else. 


‘Visuals: 9 | Ingenuity: 
. Sound: 3 Replay: 


At its heart, Pokémon Gold/ 
Silver is a strategy RPG with 
collecting elements. 251 Poké- 
mon, 16 badges, more than 500 
trainers, over 100 new moves, and 
80+ hours of gameplay await you. 
The battle system epitomizes the 
greatness of turn-based RPGs, 
featuring a decent mix of attacks, 
items and strategy options, while 
an in-game move deleter ensures 
that you'll never be left with a 
lame duck (Psyduck?). The game 
has plenty of new features, such 
as item-carrying Pokémon, a 


| BAABAABOOM 
sed COTTON SPORE? 


day/night time element, Poké- 
mon breeding, and a revamped 
Pokégear storage system. 

A big part of Pokémon is also 
the collecting aspect and 
Gold/Silver don’t disappoint. 
Pokémon GS adds 100 new 
Pokémon to the ever-growing 
menagerie of pocket-sized battle 
beasts, such as the fiery aardvark, 
Cyndaquil; the cuddly psychic 
Teddiursa; and the wily alligator 
Totodile. In addition, the game 
brings two new Pokémon types to 
the mix. 


Visuals: 9 | Ingenuity: 9 
Sound: 8 


Replay: 10 


GAME-EXFO 


PRO POOL 


Publisher: Codemasters 


Web Address: www.codemastersusa.com 


No one expected Codemasters 
to cram the pool hall experience 
(minus the loud music and 
the lingering smoke) into the 
Game Boy Color, but it looks 
like they came pretty close. Pro 
Pool packs pretty much every 
type of regular pool game into 
one cartridge, and some pretty 
impressive ball physics are 
included as well. Players can try 
out straight pool, 9 ball, etc. 


against other human or CPU play- 


ers for fun or cash. 
It's amazing to see how well 
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ROAD RASH 


the Game Boy Color is able to 


handle all of the various angles 
and trick shots that are possible 


in Pro Pool. A set of dots line 


up the shot, and the angle that 


the ball is hit by the cue ball 
actually makes a difference. 


Unfortunately, the graphics are 
horrible —we're talking square 


unmarked billiard balls here. 


While Pro Pool will certainly 
not replace the real thing, it's a 


decent substitute while away 


from the pool hall or saving up 


for a table of your own. 


| Visuals: 3 | Ingenuity: 9 | 
| Sound: 5 | — Replay: 9 | 
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Web Address: www.majescosales.com 


This version has pretty much 
all you would expect from a 
Q*Bert game. Everything is fairly 
straightforward: You can play the 
arcade mode, which is very simi- 
lar to the original, except you can 
choose to play as Q*Dina, an 
obnoxiously ugly female Q*Bert. 
The adventure mode gives you 
more level shape variety, and is 
probably where you'll spend 
most of your time. The biggest 
problem with this mode is that 
sometimes the screen doesn't 
Scroll quick enough to show you 


, Visuals: 5 


what's below, making some 
jumps an unreasonable leap of 
faith. Also, navigating can be a 
little tough with the small Game 
Boy pad and the odd perspective. 
To tackle that, Q*Bert offers two 
sets of control schemes, and one 
of them should make you feel 
right at home. 

Q*Bert couldn't keep my atten- 
tion for long. | used to like this 
game a lot, but for me, the magic 
is gone. Unless you adore the 
arcade, "4 recommend a different 
classic such as Ms. Pac-Man. 


Replay: 5 


ROBOPON: SUN VERSION 


Publisher: Electronic Arts 


Publisher: Atlus 


Web Address: www.ea.com 


Web Address: www.atlus.com 


Unlike most Game Boy versions 
of big-name games, Road Rash 
is not another watered-down 
kid's game. Road Rash on the 
Game Boy isn't quite as robust 
as recent installments on home 
systems (which is to be expected 
to a degree), but it does a great 
job of providing the experience 
in handheld form. In fact, it is a 
lot like the Genesis version of 
Road Rash. 

The title has a ton of bikes to 
buy once you work your way up 
the ranks of the money winners, 


and plenty of racers and cops to 
knock around with different types 
of weapons (it's hard to see the 
difference in the weapons 
though). The scaling effect on 
tracks is the game's most impres- 
Sive feature —you have to see it 
to believe it. Also, the control is 
surprisingly solid for being digital. 
Thankfully, the game is quite chal- 
lenging too, so you're kept on 
your toes most of the time. The 
courses aren't terribly different 
however, so the races do get bor- 
ing after a while. 


pu Visuals: 9 


Ingenuity: 6 


Sound: 5 


Replay: 8 
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Take a Pokémon cartridge, 
place it on the glass plate of a 
Xerox machine, and the result is 
Robopon—a copy that looks 
almost identical, but doesn't have 
the same substance as Pokémon. 
Robopon does have a bag of 
tricks such as the special GB Kiss 
system which allows players to 
get items and upgrades by point- 
ing a regular remote control at the 
on cart IR port, but the rest of the 
game is a pretty shameless rip-off. 

Instead of Poké-balls, Robopon 
has magnets; instead of TMs, soft- 


ware; instead of Pokécenters, 
garages. Players still battle 
through eight gyms, collect wild 
Robopon, fight random trainers, 
and upgrade their collections. 
While the game is not as huge as 
Pokémon Gold & Silver, a result 
ofthe idea borrowing is that 
Robopon is also quite long and 
well thought-out. The interface is 
a bit clunky, and Robopon doesn’t 
bring enough to the table to be a 
replacement for Pokémon, but it’s 
passable enough to provide a fix 
for those who enjoy it. 


Visuals: 7 | Ingenuity: 3 


7 
Sound: 6 


Replay: 8 


SABRINA THE ANIMATED 
SERIES: ZAPPED! 


SAN FRANCISCO RUSH 2049 


Publisher: Knowledge Adventure 


Publisher: Midway 


Web Address: www.knowledgeadventure.com 


Web Address: www.midway.com 


Don't be fooled by the pink 
box. We're not talking Mary-Kate 
and Ashley here, although this 
game is obviously aimed at pre- 
teen fans of the teenage witch. 

It's good. Really, it is! A plat- 
form side-scroller with snappy 
graphics and super-easy to tricky 
gameplay, it's a great way to 
teach the younger generation 
about the first point of video 
games. And that is to move 
across platforms, jump on ene- 
mies’ heads, and pick up some 
special powers. Sound familiar? 


See, Sabrina has messed up a 
spell—and all her friends have 
turned into wild animals. She 
must jump on them to stun them 
and then "zap" them back to nor- 
mal. Her cat Salem helps her out, 
fitting into secret passages she 
can't for a strategic touch. 

Graphics are very nice, includ- 
ing cartoon cutscenes —very 
sharp for the Game Boy, especial- 
ly a kid's game. The scenery gets 
repetitive, as does the music, but 
this one's something an adult 
might want to play too. 


Visuals: 8 | Ingenuity: 


Sound: 5 


Replay: 


SPIDER-MAN 


Publisher: Activision 


Web Address: www.activision.com 


When the graphic capabilities 
of the Game Boy Color are 
pushed to their absolute limit, as 
Spider-Man pushes them, it’s 
pretty impressive to see what can 
be accomplished. Activision didn’t 
even use the license as an excuse 
to peddle half-assed crap, some- 
thing that happens far too much 
on this system. Spider-Man offers 
up a solid platforming experience 
with all the characters, locations 
and moves you'd expect. Spidey 
wall-crawls, slings webs, and 
catches thieves just like flies! 


Level design and animation are 
above-average for a GBC cart, yet 
another plus. Unfortunately, the 
difficulty level in Spider-Man is 
most frustrating. | don't suck at 
video games, but | found myself 
having to fight Venom (the first 
boss) far too many times before 
beating him. Call that a good 
challenge if you like, but it mostly 
just made me angry. If you’re the 
type who likes a tough game, try 
this one, but if you want to buy 
this game for your kids, consider 
yourself warned. 


Visuals: 9 | Ingenuity: 6 


Sound: 7 


Replay: 5 


7.5 


This is an excellent example of 
what can be done to a handheld 
version of a popular home system 
title when you have talented peo- 
ple involved. SF Rush 2049 does 
have one fatal flaw— but we'll get 
to that later. The weird German 
techno soundtrack, and subtle but 
effective use of voice is cool. The 
Al is well-balanced and often pro- 
vides a challenge, although it 
doesn't seem affected by obsta- 
cles like oil slicks. In addition, the 
RC Pro Am style of play and tight 
digital control feels just right, 
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STAR WARS: 


even around the corners and 
through shortcuts (and you'll have 
to find those shortcuts if you 
don't want to be majorly frustrat- 
ed in each race). The course 
design is excellent but the graph- 
ics are all too similar. 

So what about this major flaw? 
Well, the game's too short —you 
can finish it in about an hour. If 
the main mode was more meaty, 
the Time Attack mode contributed 
to the overall experience, or it had 
а two-player link mode it would 
have helped immensely. 


Visuals: 8 | Ingenuity: 4 


Sound: 9 


Replay: 7 


* 7.0 


EP. 1 


OBI-WAN'S ADVENTURE 


Publisher: THQ 
Web Address: www.thq.com 


Star Wars Ep. 1 Obi-Wan's 
Adventures is an overhead pseu- 
do 3D perspective action game, a 
classic example of a genre which 
should never be attempted on a 
small screen like the Game Boy. 

Obi-Wan's nine levels inspired 
by the movie are a combination of 
puzzle solving and fighting. Obi- 
Wan has three weapons at his dis- 
posal: force push (pretty cool), a 
blaster (which is totally useless 
due to the game's perspective), 
and the lightsaber which is so 
effective, players can close their 


eyes and hack away at battle 
droids with complete immunity. 

The music in the game sounds 
really cool and at first, it is amus- 
ing to deflect blaster fire with your 
lightsaber. In the end though, Obi- 
Wan starts off as a game that's 
much too easy, then becomes a 
game that is too hard—a virtual 
festival of stupid ways to die 
because of the perspective. 

Jedi masters always talk about 
restoring balance to The Force. 
Some balanced gameplay could 
have helped this title a great deal. 


|Visuals: 5 | Ingenuity: 4 | 
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TEST DRIVE LE MANS 


Publisher: Infogrames 


Web Address: www.infogrames.com 


TD: Le Mans sports 10 licensed 
cars and more than 20 tracks. It 
lets you race in multiple weather 
conditions at both day and night. 
Championship and 24-hour 
modes include full pit strategy for 
the sim lovers out there. What's 
more, the game even uses the 
Wacky Races engine. All of this 
should add up to a winner, right? 
Wrong. Test Drive: Le Mans is so 
much less than the sum of its 
parts. One of the biggest prob- 
lems with the game lies in the 
graphics. Infogrames touts that 


TONY HAWK'S PRO SKATER 


Publisher: Activision 


| Visuals: 5 
Sound: 4 


20 cars compete simultaneously 
while you play. However, the re- 
sult is dramatic flickering on road- 
side objects the moment more 
than one vehicle is on screen. 
Since those same objects are the 
best way to navigate each course, 
driving becomes very frustrating. 

Once you realize that, there’s 
little reason to carry on. Info- 
grames gets some points for 
effort here, because all the com- 
ponents are in place to make a 
great GBC racer, but the power of 
the system failed them. 


Ingenuity: 
Replay: 


3.0 


Web Address: www.activision.com 


Tony Hawk's original Pro Skater 

for the Game Boy was a bust. 

It sucked. It wasn't fun at all. 

It was like Skate Or Die meets a 
narcoleptic mailman. 

Anyhow, there's good news 
for all skater fans. THPS2 is quite 
a bit of fun. It’s not perfect, but 
you can spin off a few melons, 
arrange yourself for a sweet 
50-50 Grind, and still have the 
wherewithal to land on all 
fours. The risk/reward has 
been ramped up, so pulling 
off a series of tricks makes 
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Visuals: 9 
Sound: 6 


you feel like you've accomplished 
something. 

Above all else, the Career 
mode makes this game special 
and challenging. Whether you're 
trying to steal 10,000 points in 
two minutes or nab all five letters 
to spell skate S-K-A-T-E, there's 
plenty of difficulty and the incen- 
tive is the chance to buy new 
boards and unlock levels. 

THPS2 is a cool game, and 
if you're on the road without 
your board, this game will fill 
the void. 


Ingenuity: 9 
Replay: 8 


THE GRINCH 


Publisher: Konami 
Web Address: www.konami.com 


If you've seen the cartoon or the 
movie, you know the drill. Get the 
presents and ruin Christmas for 
the Whos. Gameplay can best be 
described as Game Boy Metal Gear 
meets Pac-Man. You can assume 
the role of The Grinch or his trusty 
dog Max, as you sneak through a 
maze while hiding from Whos a la 
Metal Gear, then gobble all the 
gifts like Pac-Man. The sneak-and- 
peek gameplay is no surprise con- 
sidering Konami created Metal 
Gear. However, it was brilliant to 
match this engine with the Grinch 


| Visuals: 7 


license. When spotted, The Grinch 
can run away until the Whos give 
up chase or confront them by 
throwing snowballs or blowing 
smoke in their faces. Max can per- 
form a super jump to get out of 
harm's way or bark, which tem- 
porarily stuns everyone on screen. 

Levels get bigger and more intri- 
cate as you progress, but a timer 
makes sure you have to take some 
chances in order to finish in time. 
A random maze and Who genera- 
tor feature could have boosted the 
replay value. 


Ingenuity: 8 
Replay: 8 


8.0 


TWEETY'S HIGH-FLYING ADVENTURE 


Publisher: Crave 


Web Address: www.cravegames.com 


It is rare to come across a GBC 
action-platform title that stands 
apart from the countless cookie- 
cutter Mario clones presently sat- 
urating the market. 

Tweety's High Flying Adventure 
distinguishes itself by presenting 
a central figure incapable of using 
brute force. Our hero isn't power- 
ful enough to damage opponents 
by bouncing on their heads; in- 
stead, he has to outwit and out- 
maneuver them. Mailboxes strewn 
about each level provide Tweety 
Bird with various weapons and 


traps to spring on unsuspecting 
puddy-tats. Players span the 
globe, collecting *paw prints" 
from felines in the wild. Eight cats 
populate each level; each must be 
found and defeated to progress to 
the next stage. Hunting your ene- 
mies becomes surprisingly 
absorbing; once you find five paw 
prints in a stage, you won't want 
to turn off your unit until the other 
three are collected. Control is 
sometimes less than fluid, and the 
game's challenge will prove low 
for experienced gamers. 


Visuals: 8 | Ingenuity: 7 


Sound: 7 Replay: 6 


7.0 


WARLOCKED 


Publish: intendo 


Web Address: www.nintendo.com 


Even though it's a portable take 
on the classic (Warcraft) real-time 
strategy formula, this game is a 
fresh and addictive experience. 
Sure, it ain't perfect. You must 
baby-step your men across ter- 
rain, since they have a habit of 
wandering off and getting lost. 
The IR-Port-supporting battle 
mode is dull. The one-player 
game is a bit easy, too. Good 
thing it gives you plenty to do. 

You play as either humans or 
monsters, and each race gives 
you 13 levels. Level variety is one 


| Visuals: 8 | Ingenuity: 8 | 


of Warlocked's strongest features. 
The game is also surprisingly 
easy to control. You can order 
soldiers to guard structures, or 
select more than a dozen troops 
at a time and assign them to a 
team. And while you don't get a 
wide variety of troop or building 
types, you do get the wizards, 
which add even more strategy 

to the mix. The Bombwiz makes 
enemies explode and hurt other 
baddies, Sweatwiz forces your 
grunts to gather resources faster, 
and so on. 
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WHO WANTS ТО 
BE A MILLIONAIRE 


Publisher: THQ 


Web Address: www.thq.com 


| Sound:8 | Replay: 8 | 
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WOODY WOODPECKER RACING 


At first glance, Who Wants to 
be a Millionaire would appear 
to be an ideal title for the Game 
Boy Color. Its short-term play is 
well-suited for lunch breaks or 
bus rides— sitting through a full 
game takes only one to 10 min- 
utes, depending on your perfor- 
mance. The multiple-choice inter- 
face is perfect for the console's 
limited button layout, and even 
the presentation is first-rate, 
incorporating video sequences 
and digitized speech. 

Unfortunately, like the 


aa ТҮ 
COLD 
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* PlayStation version, the game 
possesses one enormous flaw: 
There are only 600 total ques- 
tions. By the second hour of play, 
you will notice Regis' trivia chal- 
lenges repeating themselves. In 
rapid time, this drains the title of 
its replay value entirely—a real 
shame, given that the game is 
otherwise beautifully designed. 
The first time you play it, the 
essence of the popular TV show 
is capably captured; by the 25th 
time you hit Start, well...have you 
ever watched a Millionaire rerun? 


Visuals: 8 


Ingenuity: 5 
1 


Sound: 8 Вер!ау: 


Х-МЕМ MUTANT ACADEMY 


Publisher: Konami 


Publisher: Activision 


Web Address: www.konami.com 


Web Address: 


www.activision.com 


How does Konami transfer the 
speed and excitement of their 3D 
kart racer to the tiny 2D screen of 
the Game Boy Color? Simple: 
They don't. 

The sluggish pace of this yawn- 
er is something that really must 
be seen to be believed. It makes 
you wish Woody could hop out 
of his kart and walk— it'd be 
faster, no doubt. Oh sure, there 
are turbo pads scattered around 
the tracks to provide a brief, 
neck-breaking burst of accelera- 
tion, but these are too few. 


And the limited weapon pick-ups 
are also sparse and uninspired. 

Oh, and speaking of unin- 
spired, the track design itself is 
all but worthless. Sure, on the 
higher levels things get a bit more 
interesting, but when the entire 
game is conducted at the pace of 
a crippled snail moving uphill in 
winter, even the most interesting 
tracks become an utter breeze. 

Save your money; this won't 
hold your attention long eonough 
to merit anything more than a 
rental. 


Visuals: 3 | 


Sound: 4 


The hack-and-slash scrolling 
fighter has been done to death on 
the GBC. From Castlevania to 
Buffy, we've seen that there's only 
so far you can go with a pair of 
buttons and a 2" LCD. 

X-Men rehashes the same old 
cheap, essentially color-swapped 
enemies and frustrating combat in 
nine short and uncannily similar 
stages. Bosses and cronies alike 
will lay into you with inescapable 
chain attacks while you lie on the 
ground. Luckily, they can almost 
all be avoided by running directly 
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through each level, ducking into 
rooms and corridors where neces- 
sary (whew!). As the central char- 
acter story-wise, Wolverine has a 
decent assortment of attacks and 
moves, but all four of the other 
playable mutants (which you can 
Switch between at will in story 
mode) are pure vanilla. 

To its credit, Mutant Wars looks 
nice, with enough detail on ene- 
mies, terrain and items to keep 
track of what's happening on the 
small screen. It's a half-interesting 
game, but way too short. 


Visuals: 6 | Ingenuity 


Sound: 2 Replay: 2 
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1942 

А Bug's Life. 

All-Star Baseball 2001 
All-Star Tennis '99 

Army Men 

Antz 

Ballistic 

Bassmasters Classic 
Battleship 

BattleTanx 

Billy Bob's Huntin’ and Fishin’ 
Bionic Commando: Elite Forces 
Black Bass Lure Fishing 
Blaster Master 

Boarder Zone 

Bomberman Max. 

Bubble Bobble 

Bugs Bunny Crazy Castle 3 
Bust-A-Move 4 

Caesar's Palace Il 
Carmageddon 

Carrot Crazy 

Casper 

Chase HQ 

Chessmaster 

Conker's Pocket Tales 
Construction Zone 

Croc 

Crystalis 

Cyber Tiger 

Deer Hunter 

Dragon Dance 

Dragon Warrior 1 & 11 
Dragon Warrior Monsters 
Driver 

Duke Nukem 

Earthworm Jim: M2TG 
ECW Hardcore Revolution 
FIFA 2000 

Frogger 

Game and Watch Gallery 3 
Gex 3 

Gex: Enter The Gecko 
Ghosts 'N Goblins 

Gold and Glory: The Road to El Dorado 
Grand Theft Auto 

Heroes of Might & Magic 
Hot Wheels Stunt Track Driver 
International Track & Field 
Jeremy McGrath SuperX 2K 
Joust/Defender 

KLAX 

Klustar 

Las Vegas Cool Hand 
Legend of Zelda DX 

Loony Tunes Alert 

Lucky Luke 

Madden NFL 2000 

Mario Golf 

Mary-Kate & Ashley 

Men In Black: The Series 
Men In Black: The Series 2 
Metal Gear Solid 

Micro Machines 1& 2 
Millennium Winter Sports 
Mission: Impossible 
Monopoly 
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Midway 
Capcom 
THO 
Acclaim 
Ubi Soft 
300 
Infogrames 
Infogrames 
THO 
Majesco 
300 
Midway 
Nintendo 
Majesco 
Sunsoft 
Infogrames 
Хафса! 
Меќго 30 
Infogrames 
Acclaim 
Interplay 
Titus 
Infogrames 
Interplay 
Metro 3D 
Mindscape 
Nintendo 
Mattel 

THO 
Nintendo 
EA Sports 
Vatical 
Crave 

Enix 

Eidos 

GT Interactive 
GT Interactive 
Crave 
Acclaim 
THO 
Majesco 
Nintendo 
Eidos 
Crave 
Capcom 
Ubi Soft 
Rockstar 
300 

Mattel 
Konami 
Acclaim 
Midway 
Midway 
Infogrames 
Take 2 Interactive 
Nintendo 
Infogrames 
Infogrames 
THO 
Nintendo 
Acclaim 
Crave 
Crave 
Konami 
THO 
Konami 
Infogrames 
Majesco 


Different competitions 

The classic shooter lives! 

Big levels 

Simple and fun gameplay 

Cool extra “Bomb Tennis" game 
Good graphics 

Smooth animation 

Two great puzzle modes 

Three lakes to choose from 

Just as fun as the board game 
Decent graphics 

Pokes fun at huntin'/fishin' sports 
Great visuals 

It has fish 

Just like NES game 

Great visuals 

Pokémon approach to Bomberman 
Great arcade conversion 

Good graphics 

Addictive puzzle action 

RPG aspects 

Being able to upgrade your cars 
Great platforming action 
Reminiscent of Zelda 

Reproduces fun of the arcade version 
Great А! 

Cute characters 

Lots of detail 

Good graphics and sound 

A classic NES game given new life 
Plays slowly 

Faithfully re-creates hunting experience 
Updated Breakout theme 

Two classic RPGs in one cart 

Breed your own monsters 

All the action of the PS game 
Straightforward action 

Great graphics 

ECW license 

Indoor and outdoor modes 
Excellent control 

Modern treatment of classic games 
Exploring levels and secrets 

Big levels 

Near-perfect NES conversion 

Fun gameplay, dual characters 
Same game as PS version 

Deep battle system 

Very similar to Motocross Maniacs 
Great translation to handheld system 
Plays somewhat like Micro Machines 
Arcade perfect 

Simple yet addictive 

Puzzle gameplay stays fresh 
Exciting feeling of gambling 
Incredible gameplay, cool extras 
Play as а bunch of different Looney Tunes 
Lots of quick action 

Based on old Genesis Madden games 
Best portable golf game 

Addictive puzzle action 

Cool cutscenes 

Side-scrollers are fun to play 

Just about everything 

Smooth frame-rate 

Requires timing instead of mashing 
Classic theme song 

Long games are great time killers 


Killer bees come too often 
Feels a bit dated 

Annoying controls 

No multiplayer mode 

Not enough characters 
Horrible controls 

Frustrating levels 

Choppy graphics 

Having to ‘grab’ fish you catch 
Computer cheats 

Dull and short 

Everything else 

Nothing of note 

Gameplay, graphics-everything 
Wasn't optimized for GBC 
Character blocks the view sometimes 
Bad multiplay connection with GBC 
Non-color version is old news 
Slow-paced gameplay 

No two-player Vs. Mode 
Save-anytime takes away thrill 
The rest of the game 

Colors only decent 

Mediocre gameplay 

Graphics nothing special 

No special use of color 

Huge, boring, maze-like levels 
Everything else 

Far too generic gameplay 
Some translations and control issues 
Fun gameplay elements 
Horrible presentation 

Game is nothing special 
Slightly dated graphics 
Monotonous dungeons 

Lack of variety 

Not very original 

Tedious controls 

Rehash of WWF Attitude 

Poor control 

Can't save high scores 

Gets tedious quickly 

Mediocre graphics and gameplay 
Loose controls 

A little too challenging 
Repetitive graphics 

Everything is mediocre 

Poor graphics and sound 
Boring track design 

Button mashing shakes screen 
Not nearly as fun as Micro Machines 
Tiny sprites 

Sound effects could be better 
Not intense enough 

Garbled graphics 

None really 

Boring gameplay 

Stupid plot and name 

Bad slowdown 

Too addictive! 

Too hard for children 

Dull, repetitive gameplay 

Dull, repetitive gameplay 
Boring multiplay 

Fairly simple game 

Not as good as Track & Field 
Dark graphics, too hard 

Bad graphics on normal Game Boy 


Monster Капсһег Battle Card 
Montezuma's Return 

Mortal Kombat 4 

Motocross Maniacs 2 

Ms. Pac-Man: SE 

NASCAR 2000 


NBA 3 on 3 Featuring Kobe Bryant 


NBA In The Zone 

NBA Jam '99 

NFL 2000 

NFL Blitz 

NHL Blades of Steel 
Pac-Man: Special Edition 
Perfect Dark 

Pitfall 

Pokémon Pinball 
Pokémon Trading Card 
Polaris Snocross 


Power Rangers: Lightspeed Rescue 


Prince of Persia 

Pro Darts 

Puzzle Master 

Quest Fantasy Challenge 
Quest For Camelot 
R-Type DX 

Rampage World Tour 
Rampart 

Rayman 

Ready 2 Rumble 
Rugrats: Totally Angelica 
Shadowgate Classic 
Shamus 

Spawn 

Spy Vs. Spy 

Star Wars Episode 1: Racer 
Super Mario Bros. Deluxe 
Supershots Robot Golf 
Tarzan 

Test Drive 6 

Test Drive: Le Mans 

Test Drive Off-Road 3 
The Rugrats Movie 

Tiger Woods PGA Tour 2000 
Tomb Raider 

Tom Clancy's Rainbow Six 
Tony Hawk's Pro Skater 
Toonsylvania 

Top Gear Pocket 2 
Towers: Lord Bandiff's Deceit 
Toy Story 2 

Turok 2: Seeds of Evil 
UNO 

V-Rally Edition 99 

Vegas Games 

Vigilante 8 

Wacky Races 

Wario Land II DX 

Wario Land 3 

WCW Mayhem 

Worms Armageddon 
WWF Wrestlemania 2000 
X-Men: Mutant Academy 
Xtreme Sports 

Zebco Fishing! 


Tecmo 
Take 2 Interactive 
Midway 
Konami 
Namco 
THO 
Nintendo 
Konami 
Acclaim 
THO 
Midway 
Konami 
Namco 
Nintendo 
Crave 
Nintendo 
Nintendo 
Vatical 
THO 

Red Orb Entertainment 
Vatical 
Metro 3D 
Sunsoft 
Nintendo 
Nintendo 
Midway 
Midway 
Ubi Soft 
Midway 
THO 
Kemco 
Telegames 
Konami 
Vatical 
Nintendo 
Nintendo 
Crave 
Activision 
Infogrames 
Infogrames 
Infogrames 
THO 

THO 

THO 
RedStorm Entertainment 
Activision 
Ubi Soft 
Vatical 
Vatical 
THO 
Acclaim 
Mattel 
Infogrames 
300 
Vatical 
Infogrames 
Nintendo 
Nintendo 
Electronic Arts 
Infogrames 
THO 
Activision 
Infogrames 
Vatical Entertainment 


Deep battle system and smart Al 
Fun and challenging 

Diverse music 

Make your own tracks 

Graphics just like arcade 
Um...racing games are sometimes fun 
Very complete option complement 
Awesome, crisp graphics 
Gameplay faithful to the arcade 
Nice, clear graphics 

Hmm...the Title Screen looks OK 
Tons of gameplay options 

Bonus Pac-Attack game 

Loaded with extra goodies 
Old-school gameplay 

Great pinball fun 

Just like the real card game 
Crisp graphics, excellent control 
Decent graphics and sound 
Excellent conversion of PC game 
Great graphics and control 

Can't stop playing it 

Like Dig Dug 

Zelda-like structure 

Two awesome shooters in one 
Faithful to the arcade 

Does justice to arcade version 
Gorgeous graphics 

Gameplay is fun 

Nice graphics 

Identical to NES game 
Surprisingly deep gameplay 
Some good graphics 

Strange but cool gameplay 

Cool graphics 

Extras and mini-games 

Very similar to Hot Shots 

Good graphics and control 

Can upgrade your car 

The racing engine is good 
Licensed vehicles 

Nice graphics 

Good, realistic golf 

Great graphics, animation and gameplay 
Functional graphics 

Simple control scheme 

Fun gameplay and hidden levels 
Great control 

A decent PC-to-Game Boy conversion 
Good graphics 

Diverse level designs 

Very diverse options 

Decent graphics 

Great variety of games 

A good port of console counterpart 
Great graphics and scaling 
Sharp graphics 

Great gameplay and graphics 
Refreshingly original 

A solid game 

Lots of different play modes 
Nice graphics, the X-Men are cool 
Multiple fun events 

Easy and fun gameplay 


Monsters not as cute as Pikachu 
Repetitive graphics 

Bad graphics, terrible animation 
Tough-to-finish courses 

Extra mini-game boring 

Insultingly outdated roster, just plain bad 
Lackluster graphics and gameplay 
Horrible sound 

Sound effects no good 

Sluggish controls 

Just about every part of the game 
Hard to follow the puck 

Control just a bit off 

Goodies can't make up for poor gameplay 
Sloppy control 

Hard to finish completely 

Dubious Al 

The game's over far too soon 

Does anyone care about Power Rangers? 
Hard to finish in under an hour 
Boring 

Graphics pretty tame 

Too slow 

Agonizingly slow pace 

Hard to see enemy bullets 

Same music over and over 

Not much staying power 

Horrific music 

Slightly repetitive 

Too easy 

Illogical puzzles 

Dated graphics and sound 

Very plain, boring game 

Need second player for the real fun 
Can't see far enough ahead 

For Game Boy Color only 

Not as good as Mario Golf 

Boring mini-games 

Choppy frame-rate 

Too much flickering! 

Everything else 

Boring 

Sometimes too difficult 

Only one save slot 

Unintuitive control 

Not much like the PS game 

Levels are too short 

Questionable collision detection 
Poorly done command interface 
Frustrating controls 

Frustrating difficulty 

Nothing 

No two-player link mode 

No point for winning money 
Somewhat sluggish control 

It's over too quick 

Dying over and over at the same spot 
It can be a bit frustrating 

Only one ring 

Elements missing from the original 
Control a bit sluggish 

Retchedly awful gameplay 

Not enough “extreme” moves to perform 
Only two lakes to fish 
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ust as everyone 

began talking about 

how the whole 

Pokémon craze was 
dying out, along comes 
Pokémon Gold and Silver 
to start it all up again. 

If you became addicted 
to catching Pokémon in the 
Red, Blue and Yellow ver- 
sions of the game, prepare 
to waste even more batter- 
ies trying to track down all 
the old pocket monsters as 
well as 100 new ones. Of 
course, all these new 
Pokémon have new moves 
to use in battle. 

I'd also like to take a 
moment to thank my lovely 
and talented wife, Dana, 
for helping me out with 
this guide. While | spent 
my days toiling away on 
the Gold version, she 
played through the Silver 
version; we traded strate- 
gies as well as Pokémon. 
Pokémon trading, folks — 
one of the basic ingredi- 
ents for any successful 
marriage. 


lime to complete Hours upon hours 
challenge Easy 
cutest Pokémon Pichu 
handiest move False Swipe 
hest advice Focus on powering 
up Pokémon 
EVERYONE also try Pokémon Yellow 
system Game Boy 
publisher Nintendo 
developer Game Freak 
ESRB 
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The Basics 


W If you're playing Pokémon Gold and/or Silver, chances are that you've already played one of the older versions 
of the game. In terms of the game's mechanics, not much has changed, except for a few things that have been 
tweaked to make sub-menus easier to navigate. 


E As far as strategy goes, most of the techniques that you've formed before will still work here, although you 
must also deal with several new factors. The game's clock feature, new types of Pokéballs and two new Pokémon 
types (Dark and Steel) are among the new features that you'll have to adjust to. Throughout this guide, we'll dis- 
cuss these and other changes and we'll explain how you can use them to catch 'em all. 


Evolution Revolution 


E Remember back when evolving 
a Pokémon was simply a matter of 
leveling up, trading or using a 
Stone? Well, those days are gone. 
In Gold and Silver you not only 
evolve Pokémon by the old tech- 
niques, but you also have to trade 
Pokémon who are holding specific 
items or treat some of them kindly 
So they'll evolve on their own. 


E The evolution-by-kindness is an 
enhanced version of the mood 
meter that was introduced via 


Pikachu in Pokémon Yellow. If you 
treat a certain Pokémon well, it 
becomes friendlier with you and 
will eventually evolve. Make it 
happy by using it in battle a lot, 
letting it hold items, using items 
on it, not letting it stay “fainted” 
for long periods of time and by 
taking it to the Pokémon Salon in 
the underground tunnel in 
Goldenrod City. 


Below is a list of how to use 
these new techniques. 


| Trade a Poliwhirl with a King's Rock to evolve it into a Politoed. 


ГИ Trade a Slowpoke with a King's Rock to evolve it into a Slowking. 


| Trade a Onix 


a Steel Coat to evolve it into a Steelix. 


| Trade a Seadra with a Dragon Scale to evolve it into а Kingdra. 


ГЩ Trade a Scyther with a Steel Coat to evolve i 


nto a Scizor. 


a Trade a Porygon with a Up-Grade to evolv 


Porygon 2 


| If Eevee evolves due to mood during the day, 


mes Espeo 


| Chansey evolves by mood into Blissey. 


New Poké Balls 


Once you reach Azalea Town, you'll meet Kurt, who will create new 
Poké Balls from different colored Apricorns. Below is a list of the 


new balls and their effects. 


W Black Apricorn (Heavy Ball): Catches Pokémon that weigh a lot. 
@ Blue Apricorn (Lure Ball): Catches Pokémon you fish for. 
Wi Green Apricorn (Friend Ball): Pokémon caught with this will be 


friendly toward you. 


В Pink Apricorn (Love Ball): Catches Pokémon of the opposite 
gender as the one you're fighting with. 
Ш Red Apricorn (Level Ball): Catches Pokémon of a lower level than 


your fighting Pokémon. 


Bi White Apricorn (Fast Ball): Catches Pokémon that tend to run 


away from battles. 


Ш Yellow Apricorn (Moon Ball): Catches Pokémon that evol 


Moon Stone. 


Dark-Type 
Pokémon 


Dark Pokémon (like Houndour 
here) balance out the power- 
houses from the previous ver- 
sions, the Psychic types. Dark 
Pokémon (or Dark attacks like 
Bite) are very effective against 
those pesky Psychics. They’re 
also great against Ghost types, 
who are resistant to most 
physical blows. Of course, 

all Pokémon must have a weak- 
ness, and Dark types don’t fare 
that well against Bug and 
Fighting types. 


Steel-Type 
Pokemon 


Here we see Onix’s evolved form, 
Steelix, one of the few Steel-type 
Pokémon in Gold and Silver. 
Steel types are great when you 
need to take out Rock or Ice 
Pokémon, but aren’t so hot 
against Fighting, Fire or Ground 
types. Steel just doesn’t stand 
up to their attacks. 


Rock Around 
the Glock 


One of the more innovative fea- 
tures of Pokémon Gold and Silver 
is the game’s internal clock. 
When you first start the game, 
you must set the time and the 
day of the week. As you play, 
you'll see the game get darker as 
it gets later. There are certain 
events that will only happen on 
particular days of the week, and 
Some Pokémon only come out at 
certain times of the day. This 
game keeps you hooked 24-7. 


OTODILE 
NATER 


used GUN? 


Ф New Bark Town | 


* The game starts off in your hometown of 
New Bark Town. You'll return here periodi- 


cally throughout the game to speak with 


Professor Elm and your Mom. The first thing 
you should do is talk to your Mom and get 
your new PokéGear device. Next, seek out 


the town Pokémon expert, Professor Elm. 


* Professor Elm's lab is conveniently located 


next door to your house, so just walk on 
over. On your way, you'll notice a suspi- 
cious-looking character peering into the 
lab—don't worry, you'll run into him a lot 
during the game. 


* Professor Elm will send you on an errand 
to locate one *Mr. Pokémon." To help you 
out on your journey, he offers you a 
Pokémon to take with 


you. You can choose from Cyndaquil (fire 
type), Chikorita (plant type) or Totodile 
(water type). You can choose only one, and 
all three are only available here —this makes 
trading a must if you expect to complete 
your Pokédex. 


* So which Pokémon should you choose? 
Well, if you want an easier time earlier on, 
Totodile will have the least amount of trou- 
ble with the early gyms (plus, the Feraligatr 
that it eventually evolves into is not only 
cool-looking, but very tough). Still, the other 
two are both quite powerful and with some 
leveling up, they become quite formidable 
allies (just keep in mind that you'll have to 
work a little harder at the beginning of the 
game). 


* Once you choose your starter, it's time to 
head out. Talk to Elm's assistant before you 
leave and you'll get a free Potion to heal 
your Pokémon. 
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е Now that you're traveling, you'll come 
across some wild Pokémon in the tall grass 
along Route 29. Since you don't have any 
Poké Balls yet, all you can do is fight them 
to gain experience. If your Pokémon gets 
too low on energy, head back to Professor 
Elm's lab to heal it. 


* About halfway through Route 29 is a 
house that contains a passageway to Route 
46. Ignore it for now, because the Pokémon 
there are much too strong for 
you at this point. You won't 
have to worry about it 
until the end of the 
game. 


* Just before you reach 
Cherrygrove City, you'll 
run into your first Berry 
Tree. Each day, these trees 

will yield one of several types 
of Berries that can be used on or 

held by Pokémon to either heal them or 
cure a condition, depending on the type of 
Berry. 


D| Cherrvgrove city | 


* Right when you enter the city, you'll 
meet an old man who'll offer to give you 


a tour. Take him up on the offer— he'll give 
you a Map Card upgrade for your PokéGear, 
which allows you to access the world map 
whenever you want. 


* Although there's little of any interest in 
Cherrygrove right now besides the old man's 
tour, you'll definitely want to come back 
here when you learn the Surf technique 
(you can get a Mystic Water from a man on 
the island on the west side of town). Until 
then, though, just take the opportunity to 
heal at the Pokémon Center, then head on 
to Route 30. 
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* Exit Cherrygrove on the northwest side of 
town and take the road until you reach a 
house. Inside is a man who will explain 
Berry Trees to you (don't forget to grab a 
Berry from the Berry Tree outside his 
house). 


* When the road forks, take the path to the 
right—this will take you straight to Mr. 
Pokémon's house (the path to the left has 
trainers that you won't be able to defeat yet, 
anyway). Mr. Pokémon will give you a 
Mystery Egg to take back to Professor Elm. 
Mr. Pokémon's houseguest, your old friend 
Professor Oak, will give you a Pokédex. 


Ф me Return to new Bark] 


° When you pass back through Cherrygrove, 
make sure to heal at the Pokémon Center 
there. You might also want to save the game 
at this point, because you'll run into that 
mysterious bully who was peeking into 
Elm’s lab earlier on your way out of the city. 


е Unfortunately, your one Pokémon is guar- 
anteed to be weak against the type that 
you're going to encounter in this battle (for 
example, if you chose Chikorita at the begin- 
ning of the game, this guy will have 
Cyndaquil). You may need a couple Berries 
and Potions in order to get by. Oh, and get 
used to this punk—he'll be your rival for the 
rest of the game. 


* When you get back to Elm's lab, give him 
the Mystery Egg. Lucky for you, he'll let you 
carry it around to see what happens to it 
(after you carry it in your party for a while, it 
will hatch into a Togepi). 
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Get ди of Eim’s 
Pokémon 


Bi Do you have both Pokémon Gold and Silver 
or two copies of the same title? Do you have а 
couple of hours to kill? If so, you could be the 
proud owner of all three starting Pokémon 
right at the beginning of the game. We detail 
how to pull off this very easy cheat below. 


W Start whatever version of the game you plan 
to play, then go to Elm's lab and pick your first 
Pokémon. Play the game until you reach the 
point where you can catch more Pokémon and 
trade them via the Game Link cable (this 
should take about an hour). Next, start catch- 
ing all the new Pokémon that you can, until 
you get a set of duplicates that you won't mind 
trading away. 


Bi At this point, save your game, then begin 
playing the second copy of the game (make 
sure that there's not a game already started on 
it, of course). When you go to Elm's lab this 
time, choose a different starting Pokémon 
than the one you chose in the last game, then 
play until you reach the point where you can 
trade with another Game Boy. 


Bil Here's where the magic begins! Link up two 
Game Boys with the two cartridges that you've 
been playing. Next, trade the starting 
Pokémon from the second cart for one of the 
"spare" Pokémon that you caught in the game 
that you're actually going to play. Once the 
trade is complete, you should have two of the 
starting Pokémon in your cartridge. See where 
this is going? 


E From here, start up a new game on the sec- 
ond cartridge (keep in mind that starting a 
new game will erase the one that you started 
playing about an hour ago). When you get to 
Elm's lab, pick the Pokémon that you haven't 
gotten yet. Once again, play until you can link 
up with another Game Boy. When you're ready, 
trade the starting Pokémon you just got for 
the remaining "spare" on your original car- 
tridge. 


i Voila! You now have one cartridge with all 
three starting Pokémon on it. Your expanded 
party will have a much easier time in the early 
parts of the game, and you won't have to 
worry about your émon being weak against 
a certain enemy. 


li When the whole process is done, you can 
give that second cartridge to whoever was 
going to play it (sibling, spouse, etc.). This 
person will have to start a brand-new game, 
and, unless they have a second cart for them- 
selves, they won't be able to do what you just 
did. Just show your thanks by trading with this 
person as much as you can. 
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° On your way out, Elm’s assistant will give 
you your first Poké Balls. Now you can final- 
ly begin catching Pokémon. Also, from this 
point on, you can buy Poké Balls in stores. 


* Stop back by your house and talk to your 
Mom. She'll offer to hang on to some of the 
money that you earn along the way. Taking 
her up on the offer is a good idea, since you 
normally lose half the money you have when 
all your Pokémon faint (the money your 
mom is holding cannot be affected by this). 
Also, you'd be surprised how much will get 
saved up toward the end of the game. Of 
course, a quick call or visit to Mom will get 
you your money back. 


* |sn't it strange how the main characters in 
the Pokémon games only have a mother? 
What happened to their fathers? Strange 
things are afoot in the Pokémon world... 


* When you finish talking to Mom, set out 
for Violet City—it's time to catch some 
Pokémon and defeat some gym leaders! 


© Journey to Violet city 


° To get to Violet City, backtrack a bit to 
Cherrygrove, then proceed through Routes 
30 and 31. Use this time to practice catching 
wild Pokémon to add to your meager party 
of one (well, one plus an egg). In other 
words, if you haven’t tried to catch any 
Pokémon yet, now is the time to bust out 
those Poké Balls. 


° All the wild Pokémon that you run into 
here are fairly common. The only exceptions 
to this are the “exclusive” bugs (the Gold 
version has Caterpie while the Silver version 
has Weedle). Also, look in the Silver ver- 
sions in the morning to find Ledyba and play 
the Gold version at night to catch Spinarak. 
You should also get one of the nocturnal 
Hoothoots—it should prove fairly handy 
during the earlier portion of your quest. 


* Remember that fork on the way to Mr. 
Pokémon’s house? Well, now’s the time to 
take the left fork in the road. Along this 
path, you will run into your first batch of 
Pokémon trainers. As it’s still early in the 
game, their Pokémon levels are very low 
(but then, so are yours). If need be, fight 
one and then walk back to Cherrygrove to 
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heal your Pokémon before facing the next 
trainer up the road. 


е When you reach the ton of the path, you'll 
see a tree that can be cut. Of course, you 
don't have the Cut technique yet, so you'll 
have to walk through the tall grass to the 
right to get around it. 


* As soon as you come out of the tall grass, 
you'll come across the Dark Cave. You won't 
be able to go through this area until you 
have the Flash technique (which you'll get at 
the top of the Sprout Tower in Violet City), 
but you can stumble around in the darkness 
for a bit to fight the wild Pokémon inside 
(don't go far, though). If you can, snag a 
Geodude to add a much-needed Rock type 
to your party. 


* Once you leave Dark Cave, Violet City is 
just a short walk to the west. 


Ф Violet city’s Sprout Tower. 


* It’s a good idea to go through the Sprout 
Tower before you try tackling the Violet City 
Gym. You can gain extra experience, and, if 
you go at night, you can catch a Gastly, who 
is a must-have in your party to catch wild 
Pokémon (more on that later). 


© Most of the challengers in the Tower will 
attack you with Bellsprouts—if you chose 
Cyndaquil as your starting Pokémon this 
area should be a breeze. When you defeat 
the final challenger at the top of the Tower, 
you'll get HM 05, which teaches a Pokémon 
the Flash technique. 


Фес кпиаляаяо 


е Once you've conquered the Sprout Tower, 
go to the south side of town for your first in- 
game trading opportunity. The Onix that you 
will trade your Bellsprout for has a nick- 
name from its previous owner that you can- 
not change. If you're really picky about not 
changing the names of your Pokémon, don't 
worry — you'll be able to catch a wild Onix in 
a little while. 


е |n between the Gym and the Pokémon 
Mart is a man who speaks а lot like Yoda. If 
you talk to him and answer "no" to his ques- 
tion, he'll lead you off to a school where you 
can read up on Pokémon. 


* Once you're done exploring the town, it's 
time to earn your first badge at the Gym. 
The trainers here only use Flying-type 
Pokémon, so your best bet is to use a Rock 
type (hopefully you picked up a Geodude or 
traded for that Onix). This will probably be a 
relatively tough battle, so bring along some 
healing items just in case. 


* When you defeat the Gym Leader, Falkner, 
you'll get the Zephyr badge, which increases 
the attack power of all your Pokémon and 


OnISalejlNow, 
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allows you to use Flash outside of battle 

(in a cave, for instance...). You'll also get TM 
31, which contains the Ground-type move, 
Mud Slap. 
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* After you get the Zephyr badge from 
Falkner, take Route 32 through Union Cave 
to Azalea Town. 


* The first person you come across as you 
head south will give you a Miracle Seed, and 
just south of that Generous Fellow is anoth- 
er guy who will give you TM 05 (Roar) — 
unfortunately, you won't be able to reach 
him until you learn Cut. 


fish Pokémon that the trainers have, but it 
will also save your bacon during many a bat- 
tle during this first part of the game. 


* Atthe end of the bridge is a Pokémon 
Center. Not only can you heal your Pokémon 
here, but you can receive an Old Rod from a 
man inside. Now, all the Magikarp you ever 
wanted can be yours! Actually, the Old Rod 
is slightly better than it was in the older ver- 
Sions of the game. You can now catch the 
occasional Tentacool with it as well. 


* Other Pokémon of interest along Route 32 
are the Grass/Flying-type Hoppip and the 
Water/Ground-type Wooper. Silver players 
can catch a wild Ekans here, who Gold play- 
ers must buy at the Goldenrod Game Corner. 


* Backtrack up to the top of Route 32, then 
head into Union Cave. If you go through 
the house on the west side of the screen, 
you'll find the mysterious Ruins of Alph. 


D| Ruins of Alph 


* No, these are not the Ruins of Alf, the 
wise-cracking, cat-eating alien life-form of 
lore. These are 
the Ruins of 
Alph, home of 
the mysteri- 
ous Pokémon, 
Unown. 


* First, locate 
the small house to 
the north of the area's 
entrance. Inside, you find a 
group of scientists who are 
working to solve the mysteries that lie hid- 
den within the Ruins. 


Secrets of the Ruins Revealed! 


@ The four puzzles in the Ruins of Alph can be fairly tricky to solve. If they're proving to 
be too much of a challenge, check out these pictures for their solutions: 


| 


* At this point, you'll want to search the tall 
grass in the area for a Mareep. Don't cross 
the bridge without one, as the trainers there 
all have Water-type Pokémon that can prove 
fairly tough. Besides, this Electric sheep (a 
concept that an android no doubt dreamt 
of...) will not only make short work of the 
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* Near the house are the entrances to two 
different caves; one to the north and one to 
the west. Ignore the cave to west for now. 
Apart from the collection of statues inside 
(which are purely decorative), there's noth- 
ing for you to worry about just yet. 


Wi та UNGONN 


appeared? 


* Enter the cave to the north and head 
straight for the giant altar-type thing. Once 
you solve this puzzle (see "Secrets of the 
Ruins Revealed"), you'll be dropped into the 
cave with all the statues in it. Yes, now's 
when you start to worry about the cave to 
the west. 


* Inside this cave are about a dozen new 
Pokémon called Unowns. Unowns are 
strange Psychic Pokémon that only learn 
one attack throughout the entire game. 
There are 26 different types, and each one 
looks like an abstract letter of the alphabet 
(Ruins of Alph, get it?). 


* Once you've caught th 
Unowns, go back and ta 
They'll upgrade your Po 
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a new “Unown Mode,” which keeps track of 
all the Unown that you've caught so far. 


* When you first release the Unown, you'll 
only be able to catch about a dozen differ- 
ent types. To free the other variations, you'll 
have to come back to different areas of the 
Ruins later in the game. One of the areas 
can be reached by surfing across the little 
pond toward the south of the Ruins area. For 
the two remaining caves, you must go 
through doors in the first sub-level of Union 
Cave. Inside these new Ruins of Alph caves 
you have to solve three more puzzles to set 
the other Unowns loose. 


е It’s also worth noting that there's a thin 
patch of grass on the west side of the Ruins 
(accessible only by going through Union 
Cave) that contains two rare Pokémon, Natu 
and Smeargle (Smeargle is especially rare, 
So be sure to catch one). 


Ф Vnion cave ки 


* Once you've done what you can in the 
Ruins of Alph, travel back down to Union 
Cave. Most of the Pokémon you encounter 
in here will be Rock type, so bust out that 
Wooper (or Totodile, if you chose it). 


* Union Cave is where you can catch that 
wild Onix that we mentioned earlier. Gold 
players can even nab a Sandshrew—Silver 
players will have to buy it at the Goldenrod 
Game Corner (Sandshrew is the payback for 
Gold players having to buy an Ekans). 


* You might want to try fishing inside the 
cave as well. Even with the Old Rod, you can 
catch a Goldeen, and having just about any 
Water types in your party can help you 
through the Rock Pokémon-infested cave. 


* Besides being able to access the Ruins of 
Alph, there's not much of interest for you in 
Union Cave at this point. When you learn the 
Surf technique, though, you should try com- 
ing back. If you have the Surf technique, 
you'll be able to reach a section of the cave 
where you can catch the only Lapras in the 
game (Lapras only appears on Fridays). 


© е3 e 


* When you exit оп the other side of Union 
Cave, you'll be on Route 33. Be sure to fight 
the trainer that you see so you can register 
his phone number. He'll call you to inform 
when Dark Cave is filled with the rare new 
Pokémon, Dunsparce (good luck catching 
one of those otherwise). 


* During daylight hours, you can catch a 
Spearow here. It's not the best Pokémon out 
there, but you gotta catch 'em all, right? 


(@ Azalea Town пили 


* Once you get to Azalea Town, you'll notice 
a man dressed in black who's guarding a 
well. Prepare for trouble, because Team 
Rocket is back in town! Actually, the Rockets 
are causing a lot of trouble for the people of 
Azalea Town. One citizen, Kurt, is mad as 
heck and ain't gonna take it any more. 


* Find Kurt in his house on the north side of 
town. When you talk to him, he'll inform you 
that he's a Poké Ball maker (a fact you 
should remember), but as soon as he's done 
with the conversation, he runs off to the 
well. If you follow him, he'll take you to the 
well, which is now unguarded —drop in and 
meet Kurt at the bottom. Once inside, you'll 
discover that the Team has been chopping 
off Slowpoke tails and selling them as deli- 
cacies— Kurt is none too pleased about this. 
(Strange. We never thought about raising 
Pokémon to eat. Pikachu would probably be 
pretty tough and stringy, though...) 


® 


* Taking care of the Rockets at the bottom 
of the well shouldn't be too difficult. The 
final Rocket, however, has a level 14 Koffing 
who may use the Selfdestruct move on you. 
This move wipes out its user, but it also 
dishes out major damage to the opponent— 
the unlucky Pokémon on the receiving end 
of this attack will probably faint. Make sure 
you have enough Pokémon so that at least 
one is left over if Koffing goes boom. 


* Before you leave the well, try catching a 
Slowpoke (you may want to hold off on 
evolving it into a Slowbro, since you will 
later be able to evolve it into the new 


Important Phone 
Numbers 


li As you've probably noticed, several 
trainers will ask for your phone number 
once you defeat them in battle. 
Unfortunately, your PokéGear phone can 
only store 10 numbers at a time. 


Bi Two slots will always be filled by your 
Mom and Professor Elm, so you can really 
only hold eight numbers. Later on, you 
should definitely register Bill (of Bill's PC 
fame) in there. 


Bi The trainers whose numbers you do 
register will call you occasionally to give 
you chit-chatty updates about how their 
Pokémon are doing or to challenge you to 
а rematch. 


li There are six extremely rare Pokémon 
who will practically never show up during 
the normal events of the game. 


lll However, certain trainers will some- 
times call you to inform you that these 
elusive Pokémon have been spotted en 
masse at a particular location. That's your 
cue to drop everything, because you'll 
have a good chance of catching one. 
Make a note of these trainers, and be 
sure to get their phone numbers once 
you've defeated them. They're the key to 
catching the following rare Pokémon. 


#183 Marill is found in Mt. Mortar. Parry 
on Route 45 will inform you. 

#193 Yanma is found on Route 35. Arnie 
on Route 35 will inform you. 

#206 Dunsparce is found in Dark Cave. 
Anthony of Route 33 will inform you. 
#209 Snubbull is found on Route 38. 
Chad on Route 38 will inform you. 

#211 Qwilfish is found on Route 32. 
Ralph on Route 32 will inform you. 
#223 Remoraid is found on Route 44. 
Wilton on Route 44 will inform you. 


While some trainers will just call to chat, 
others will let you know when you can 
catch rare Pokémon. 


Pokémon, Slowking). You'll want to come 
back and explore this area once you learn 
the Surf and Strength techniques—there's a 
valuable King's Rock lying around. 


* After their loss at the bottom of the well, 
Team Rocket runs out of town. Don't worry, 
though; like your rival, you'll meet up with 
them again. 


* Speaking of your rival, he's waiting to 
ambush you if you try to leave Azalea Town 
to the west (the path to Пек Forest). If you 
want to avoid a humiliating defeat, make 
sure that your Pokémon are healed before 
you run into him. 


* Don't leave town yet before you earn your 
badge! Now that Team Rocket isn't blocking 
the gym, you can head in there to take on 
the Gym Leader, Bugsy, for the Hive Badge. 


* |n case you couldn't guess, Bugsy (and all 
the trainers in the gym) use Bug Pokémon. 
Bring out the Birds and the Rock types for 
these fights and you should have no prob- 
lem (Cyndaquil is great against Bugs). 


* The Hive Badge causes all Pokémon up to 
level 30 to obey you, and it lets you use Cut 
outside of battle. Winning also nets you TM 
49, Which is the Bug move, Fury Cutter. 


е When you enter the darkened Цек Forest, 
you'll run into the apprentice of the charcoal 


maker who lives in Azalea. You need to help 
him find his runaway Farfetch'd. 


* The Farfetch'd is off to the east a bit, but 
catching it isn't easy. As you approach it, it'll 
run away from you. To get it back to its 
owner, chase it around the path until it 
loops down and runs straight to the appren- 
tice. As a reward, you'll get HM o1, which 
contains Cut. 


* Return to the charcoal maker's house and 
he'll give you a Charcoal. Have your 
Pokémon hold this item to power up its Fire- 
type moves. 


е |n the northeast corner of Ilex Forest, loop 
down and around the path to find a man 
who gives you TM o2 (Headbutt). Try 
Headbutting small trees to see if you can 
make a Pokémon fall out of it. Begin using 
Headbutt immediately to find Exeggcute and 
the new Pokémon, Pineco. 


* Also in this area are Paras and Oddish. 
Oddish can level-up into a Gloom, and it can 
later choose to evolve into a Vileplume or its 
new form, Bellossom. 


ө Try fishing in Пех Forest's pond. Even with 
the Old Rod, you stand a slim chance of 

catching a Poliwag (Poliwag can evolve into 
the new form, Politoed). 
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Pokémon Breeding 


Bi There are eight Pokémon in Gold and Silver 
that are only available as a result of breeding 
Pokémon. Breeding is also an easy way to get 
multiple copies of just about any Pokémon in 
the game. Think about it: You could create an 
entire party of different Eevee forms. 


Bi To breed Pokémon, catch a male and female 
Pokémon of the same or similar type. You 

can tell similar types by looking at your party 
and comparing the symbols next to the 
Pokémon's name. Similar types also have 
matching symbols. 


li Drop off both Pokémon at the Daycare 
Center. Immediately after you've dropped them 
off, walk out the southern door inside the 
Center to the pen outside. Walk up to each of 
the Pokémon and look at them. If you get a 
message that they are friendly or showing 
interest in each other, you're in luck. Leave the 
two lovebirds alone for a while. 


Bi When you come back after adventuring for a 
bit, look to see the the old man who runs the 
Center is standing outside. That's your indica- 
tor that your Pokémon have laid an egg. 


E If you have an egg, you can pick it up from 
the man. You can also reclaim your Pokémon 
and drop off any other Pokémon that you want 
to breed. Keep in mind that you'll have to pay 
some money to get your Pokémon back. The 
fee will be higher depending on how many lev- 
els the Pokémon grew while you were away. 


W If you don't want to bother catching two 
Pokémon of opposite genders, just drop off 
the Pokémon you want to breed at the Daycare 
Center with a Ditto. Dittos have no gender, so 
it can breed with just about any Pokémon. You 
can even keep using the same Ditto over and 
over to produce new eggs. 


E The new "baby" Pokémon that you can 
catch through breeding are listed below. In 
addition to them, you can also breed most 
other Pokémon. Any eggs produced will con- 
tain the lowest evolutionary form. For 
instance, if you breed two Golems, the egg will 
yield a Geodude. Also, note that you cannot 
use an of these “baby” Pokémon to breed. 


Pikachu is parent to #172 Pichu 
Clefairy/Clefable is parent to #173 Cleffa 
Jigglypuff/Wigsglytuff is parent to #174 
Igglybuff 

Togetic is parent to #175 Togepi 
Hitmonchan/Hitmonlee/Hitmontop is parent 
to #236 Tyrogue 

Jynx is parent to #238 Smoochum 

Electabuzz is parent to #239 Elekid 

Magmar is parent to #240 Magby 
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Ф Rout 
е As you're passing through the house 
between llex Forest and Route 34, talk to 
the woman behind the counter. She'll give 
you TM 12 (Sweet Scent), which can be used 
to attract wild Pokémon. 


* Route 34 contains one of the most impor- 
tant buildings in the game: the Daycare 
Center. While the Daycare Center of the first 
games was just a place for Pokémon to gain 
levels without any work on your part, it has 
a much more important role in Gold and 
Silver. Check out the Pokémon Breeding sec- 
tion of this guide for more details. 


* There's a guard just outside the Daycare 
Center who is pretty nice during the day, but 
as soon as night falls, watch out! When it's 
dark out, he mistakes you for common 
riffraff and sics his Growlithe on you. You 
might as well fight him, since any experi- 
ence and money you can get is beneficial. 


* You'll come across the occasional Abra on 
Route 34, but good luck catching one with- 
out putting it to sleep first. Just like the pre- 
vious games, Abra tends to teleport out of 
the battle before you can do any damage. 
It's worth the trouble, though; Abras 
become quite powerful Psychics when 
they're leveled-up and evolved. 


е |f you want another Water Pokémon, fish 
for a Krabby —they're very common here 
(even with the Old Rod). If you have a Good 
Rod, there's a slim change that you will hook 
the new Pokémon, Corsola. 


* The other Pokémon to catch in this area is 
Ditto. Yes, Ditto sucks in battle just as much 
in this game as the last ones, but check out 
the Pokémon Breeding section for why you'll 
definitely want to have one. Here's a clue: 
Dittos are love machines! 
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* Welcome to Goldenrod City, Gold and 
Silver's answer to Celadon City from the pre- 
vious games. Here, you'll find a Game 
Corner, a large department store and plenty 
of other things to do. 


* The first thing you should do is head to 
the bike shop in the southeast corner of 
town. Talk to the owner of the shop and 
you'll get a free bike! Wotta deal! 


* On the southwest side of town is Bill's 
house (you know, the guy who developed 
the technology to store Pokémon via PC). 
He's off in Ecruteak City, but his family will 
give you his phone number. 


* Go over to the large, gray Radio Tower on 
the west side of town. Inside, you can take a 
small quiz that earns you a Radio Card for 
listening to the radio through your 


Bi Don't forget that you can assign 
item to the SELECT button. This can 
make pulling out your fishing rod or 


hopping onto your bike a much easier 
task. 


PokéGear. The quiz is pretty easy, but if you 
really don't want to think, here are the 
answers: Yes, Yes, No, Yes, No. 


* You can purchase just about anything that 
you could want in the town's department 
store. If you go to the store on Sunday, a 
woman will be behind the counter on the 
fifth floor. Depending on how your lead 
Pokémon is feeling, you'll get a free TM. If 
it's happy, you'll get TM 27 (Return), but if 
it's unhappy, you'll get TM 21 (Frustration). 


* Also on the fifth floor of the department 
store is a girl who will trade a Machop for a 
Drowzee. Since you can easily catch 
Drowzees in Route 34, this is a good chance 
to get a Fighting-type Pokémon. 


* In the northwest corner of town, you can 
enter a building that leads to the under- 
ground stores and the Pokémon Salon. 
Giving your Pokémon a makeover will 
improve its mood (you might want to come 
here before visiting the woman in the 
department store). Two brothers work at the 
Salon; the older one works 

Tuesday, Thursday and 
Saturday while the 
younger works 
Sunday, Wednesday 
and Friday. The 
older brother does 
a better job (thus 
making your 
Pokémon happier), 
but charges slightly 
more. 

* In the under- 


The Pokémon Hunters 


W Crikey! If you want to catch wild Pokémon, you need to form the 
ultimate Pokémon hunting team. 

B To start up this team, you're going to need to catch a Gastly and 
a Scyther. These gorgeous girls are your ticket to a complete 
Pokédex. 

W Start powering up these two until Gastly learns Mean Look 

and Hypnosis and Scyther learns False Swipe. It won't take too 
long to do. 

Bii Now, when you're on the prowl for Pokémon, have Gastly (or 
Haunter or Gengar if you've evolved it) start off the battle. 
Immediately hit the wild Pokémon with Mean Look to prevent it 
from running away. Now that it's stuck in the battle, use Hypnosis to 
put it to sleep. 


W Switch off to Scyther and begin using False Swipe. The great 
thing about False Swipe is that it will never knock your opponent 
out—it will always have one hit point left. With your opponent fast 
asleep and reduced to practically no energy, it’s in the ideal setup 
for a capturing. 

Wi Now, it's simply a matter of tossing a Ball at it to catch it. 
Remember that some high-level Pokémon are tough and will even 
fight their way out of a Ball in their weakened state. If this happens, 
keep tossing Balls until you get them. 

E As you continue to level up Gastly and Scyther (and evolve 
Scyther into Scizor), the capture process becomes even easier. With 
these two on your side, you can’t lose. Danger, danger, danger! 


ground tunnel, you'll also find a Coin Case 
lying on the ground, which is necessary to 
play games in the Game Corner. 


* The Game Corner in Goldenrod contains 
the classic slot machines from the previous 
Pokémon games, as well as a new card 
game. The odds of winning are slightly high- 
er on the card game, so go ahead and place 
your bets. Win enough coins from the games 
here and you can redeem them for a few 
Pokémon (including the hard-to-get Dratini) 
or a couple powerful TMs. 


* Once you've explored Goldenrod, it's 
time to visit the Gym and take out the 
Leader, Whitney. Her extravagantly named 
Plain Badge should clue you in to the fact 
that the Gym consists entirely of Normal- 
type Pokémon. If you traded for that 
Machop in the department store, bring 
him out. Any Rock types you have would 
be a good choice as well. Although 
Whitney's Clefairy shouldn't pose too much 
of a threat, her other Pokémon, Miltank, 
probably will. This female equivalent to 
Tauros has a nasty attack called Rollout, 
which will tear though your party if you're 
not careful. Bring healing items. 


* The Plain Badge increases all your 
Pokémon's speed and allows you to use HM 
04 (Strength) outside of battle. You'll also 
get TM 45 (Attract). 


* Before you leave Goldenrod, stop by the 
house just east of the Gym. A woman in 
there will give you a Squirtbottle after you 
defeat Whitney. You'll need this valuable 
item to progress (and catch a rare Pokémon) 
a bit later in the game. 


* As you go through the house at the north 
end of town, you'll meet a guard who will 
give you a Spearow with some mail 
attached. The guard would like you to deliv- 
er the Spearow to a friend of his on Route 
31. Free up a space in your party and offer to 
do it. Once you finish this little chore, you'll 
get a TM 50 (Nightmare) from the letter's 
recipient. If you go back and talk to the 
guard, he'll give you an HP Up. 
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* Route 35 is pretty small, but the area does 
have a few things of note. 


* You should be able to catch a male and 
female Nidoran fairly easily here. Also, look 
out for a trainer named Arnie who wants to 
register his phone number with you — he'll 
let you know when the rare Yanma is out 
and about. 


* TM ол (Rollout), which is a pretty powerful 
Rock-type move, is just sitting out in the 
open. Be sure to grab it. 

* Right next to Arnie is a tree that can be 


cut. Going past this tree leads to Route 36. 
Just into Route 36 is a strange tree blocking 
the path. Don't worry about the tree for 

now— we'll go to through the house on the 
north end of town to the National Park first. 


* Near the house that leads to the National 
Park is another guard who will attack you if 
it's dark outside. You may want to pick a 
fight with him just to get the experience. 
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е Talk to the woman who's sitting on a 
bench near the park's entrance to get Quick 
Claw. If you let a slow Pokémon hold this 
item, it will sometimes overcome its low 
speed rating to get in the first attack. 


* Look carefully at the fence surrounding 
the park for a missing loop. You can walk 
through the fence here and pick up some 
items on the outside, including TM 28 (Dig). 


* Come to the Park during the day (bi 
the morning) for a chance to catch the hard- 
to-find Sunkern. 


* Visit the house on the east side of the 
Park once every Tuesday, Thursday or 
Saturday to compete in the Bug Catching 
Contest. There's no entry fee, and unlike the 
Safari Zone from the earlier versions, you 
can take one Pokémon from your party with 


The Legendary Pokémon 


Bi The three legendary Pokémon, Entei, Raikou and Suicune are a 
lot harder to catch than the legendary birds in Red, Blue and Yellow. 
What makes them so tricky is that they're always on the run. They 
constantly move from one area to another. 

W If you're lucky, you stumble into them during your adventure. If 
you do, they'll flee from the battle immediately. The only thing you 
can do to them is use Quick Attack to get in a hit or try to put them 
to sleep. Either way, you're not going to get to do much to them 
before they run. 

Bi Still, once you've run into one of them, you can use your Pokédex 
to see where they're at on the map. Every time you change an area 
on the map, the legendary Pokémon will also change areas. If you 
keep trying, you can try to plan it so your paths intersect. From 
here, you just have to walk around in tall grass and hope you bump 


into it. Using Repel will help keep weaker Pokémon away from you. 
Bi The nice thing about the legendary Pokémon is that they don't 
heal between battles. Any damage you manage to do to them will 
stick until you capture them (or knock them out, which you really 
don't want to do). 

W If you do get them asleep, use Scyther's False Swipe on them so 
you don't accidentally knock them out. Once they have one hit point 
left, toss Speed Balls at them. 

Wi It's going to take a long time before you can capture these guys. 
Heck, it may be a long time before you even see these guys. The 
only thing you can do is keep trying and don't give up. Just remem- 
ber not to knock them out. Like the legendary birds, these are the 
only ones of their kind in the game. 
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you. You have 20 minutes and 20 (fairly 
weak) Park Balls in which to catch the best 
Bug Pokémon that you can. 


* Gold and Silver players who don't own 
both carts will be happy to know that two 
Gold/Silver exclusive Pokémon are available 
for capture within the Contest only. Caterpie 
(Gold) and Weedle (Silver) are in the Contest 
on both versions. The Contest is also the 
only chance you'll get to nab a Pinsir and a 
Scyther. 


* You can only carry around one Bug at a 
time, so when you get one you feel is a win- 
ner (Scyther, Pinsir, Butterfree and Beedrill 
are all good), you can keep playing until 
time runs out, or simply go back into the 
registration building to end the contest. First 
place gets a Sun Stone (which you can use 
to evolve either your Sunkern or your 
Gloom), second place gets an Everstone and 
third place gets a Gold Berry. Everyone else 
gets a Berry for a consolation prize. Heck, 
they even let you keep the Pokémon that 
you caught! 


* Come back as often as you need to until 
you catch a Scyther. You're going to need 
one to form the ultimate Pokémon catching 
team. 


© попай о ошен 


* The strange-looking tree blocking the area 
between Routes 36 and 37 is actually a 
Sudowoodo, a rare Rock-type Pokémon that 
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POKSFAN BRANDON 


wants to battiet 


only appears at this point in the game. You'll 
need to use your Squirtbottle to goad it into 
fighting you, but before you do, you should 
save your game— if you accidentally knock it 
out, you're out of luck. 


* The guy standing a few steps to the east 
will be so glad once Sudo is gone that he'll 
give you ТМ 08 (Rock Smash), which you'll 
definitely need later on. 


* The other new Pokémon in the area, 
Stantler, can be found in the tall grass. Don't 
worry if you knock one out, though; 
Stantlers aren't one-of-a-kind like 
Sudowoodo. 


* There are also three Apricorn trees in this 
area that bear Black, Blue and Red 
Apricorns. Remember to collect these so 
Kurt can make Poké Balls out of them. 


O 


* For being a relatively small town, there's a 
lot of important stuff in Ecruteak. 


* In the house just to the west of where you 
came in from Route 37, a man will give you 
Item Finder, which will help you locate hid- 
den items. 


* Visit the Pokémon Center here and you'll 
run into Bill (of PC storage fame). Speak 
with Bill and he'll inform you that the Time 
Capsule upstairs will be operational in one 
more day. When it's up and running, you can 
trade Pokémon with the 
Red, Blue and Yellow ver- 
sions of the game. 


© Go into the building just 
north of the Pokémon 
Center and challenge all 
the dancers there. Each 
one has a different Eevee 
form. When you defeat 
them all, an audience 
member will give you HM 
03, which contains the 
ever-handy Surf technique. 


* Before you enter the 
Burned Tower on the north- 
west corner of town, it's a 
good idea to heal and save 
your game. You'll be chal- 
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lenged by your rival as soon 
as you walk in, and you don’t want to be 
unprepared. 


* To get through the Burned Tower, you'll 
need a Pokémon who knows Rock Smash. 
The hole in the middle of the first floor is 
where you eventually want to go, but fall 
down all the other holes first to collect some 
good items, including TM 20 (Endure). 


© Once you've collected all the items in the 
Burned Tower, go to the hole in the middle 
of the first floor and fall down in. You'll see 
three statues, but as you walk toward them, 
they come alive and take off. 


* Those "statues" were actually the three 
new legendary Pokémon, Entei, Raikou and 
Suicune. They're extremely difficult to catch, 
So check out the separate section dedicated 
to them on page 87. 


* Now that the legendary Pokémon are free, 
it's time to tackle the Gym. Gym Leader 
Morty uses Ghost Pokémon, so bring along 
a Psychic to make short work of them. Any 
Pokémon with Dark-type moves are great as 
well —just remember that Normal-type 
moves can't hurt Ghost types. If you become 
cursed, swap out the cursed Pokémon to 
break the spell. 


* The Fog Badge you get from Marty makes 
all Pokémon up to level 50 obey you, plus it 
allows you to use Surf outside of battle. 
You'll also get TM 30, which is the Ghost 
move, Shadow Ball. 


* When the Time Capsule is functional 
again, you can begin trading your old 
Pokémon into the new game. Trade some 
relatively useless Pokémon like Rattata and 
Pidgey for powerhouses like the Legendary 
Birds and Mewtwo. If you're itching for a 
Pichu now, trade over a Pikachu and drop it 
off at the Daycare Center with a Ditto (you 
won't be able to catch a Pikachu in this 
game for a long, long time). Just remember 
that you can currently only control Pokémon 
below level 50, so store higher-level ones in 
your PC until you earn the proper badge. 
Bringing in your already powered-up 
Pokémon makes the game a lot easier. 


* There's a house on the north side of town 
that leads to the Tin Tower, where the 


Legendary Bird Ho-oh lives. To get in, you'll 
need to get the Rainbow Wing. 


Ф ношезв 


* Leave Ecruteak City through the house 

in the west. There are a few new Pokémon 
along this road, but besides that, there's 
not really much else. During daytime hours, 
be sure to keep an eye out for Farfetch'd. 
You can also grab Magnemite, Tauros and 
Miltank (these Pokémon are available at 
any time). 


* There's also a trainer in this area named 
Dana. Isn't she cute? People named Dana 
are generally pretty cute... 


* Keep an eye out for a trainer named Chad. 
This is the area where the Snubbulls will 
congregate, so be sure to trade numbers 
with him so he can call you later. 


@|тюшез n 


* Route 39 is also pretty bare except for the 
house and the barn right near where you 
come in. 


* Inside the 
barn is a sick 
Miltank. Heal 
this poor cow 
by feeding it 


V 


multiple Berries. After you give it about 
seven or eight, it will become well again. As 
thanks for your good deed, you'll be given 
TM 13 (Snore). The good folks there will also 
begin selling Milk, which heals 100 hit 
points. 


* The only new Pokémon in this area is 
Meowth, who only appears in the Silver ver- 
sion of the game. 


© divine cy пили 


* When you enter Olivine, you'll quickly 
learn that the Gym Leader, Jasmine, is miss- 
ing. It turns out that she's at the town light- 
house tending to a sick Pokémon. 


* Before you go to the lighthouse, stop by 
the small house just west of the Pokémon 
Mart. A man inside will give you the Good 
Rod, which makes catching Water Pokémon 
easier (try out the Good Rod in the water 
here at night —you may hook a Staryu). 


* Do you have Krabbys? If you need to get 
rid of one of them (and you probably 
should), go to the house in the northeast 
section of town. You can trade your Krabby 
away for a Voltorb —although you can catch 
plenty of Voltorbs later on, here's your 
chance to grab one early. 


* |n the house west of the Pokémon Center, 

a man will give you ТМ од (Strength). 
People are really generous here in 
Olivine! 


* Eventually you'll want to head over to 
the lighthouse and proceed to 
the top. You can follow the 
stairs all the way up to pick 
up some nice items like 
Rare Candy, but if you 
want to get to the highest 
floor, you need to drop 
down the hole just to 
the left of the stairs that 
you come up on the 
fourth level. Follow the 
stairs that you come 
across now to make it up 
to Jasmine. She'll ask you to travel 
to Cianwood Island to get some medicine 
for the sick Pokémon before you can 
challenge her. 


* Leave the lighthouse and walk over 
to the shore on the far west side of 
Olivine City. This leads to Routes 40 and 41, 
the body of water that leads to Cianwood 
Island. 


* On the shore of Olivine are a few rocks 
that you can break with Rock Smash. Doing 
so will sometimes uncover a Krabby, or even 
an occasional Shuckle (this new Pokémon 
isn't all that great, so don't waste much 


time looking for it—you'll be getting a free 
one in a few minutes anyway). 


* Before you start Surfing across the water, 
fish for a while along Olivine's shore. You 
may be able to hook a Chinchou, a very cool 
Water/Electric type that can make short 
work of the many Water Pokémon that the 
trainers in the area here are wont to carry. 


* Once you start swimming, you'll pass by 
the four Whirl Islands. The Legendary Bird 
Lugia lives on the island to the northeast, 
but you shouldn't bother with it yet — you'll 
need HM o6 (Whirlpool) and the Silver Wing 
to get in at it anyway. 


Hot Poké-Tip 


W Rare is the RPG that lets you heal 
your party for free. Take advantage of 
the Pokémon Centers to heal your 


Pokémon whenever you need to. It 
may seem like a pain to run all the 
way out of a cave or gym to recharge 
your Pokémon's energy, but you'll 
save a lot of money on healing items 
in the long run. 


© Cianwood isiand | 


* The medicine you need for the sick 
Pokémon is available free of charge at the 
southernmost house on Cianwood. The owner 
ofthe store quickly realizes that there's no 
profit to be made by giving medicine away 
and begins selling a variety of the stuff after 
he gives you the freebie. 


* Here's that free Shuckle that we were talk- 
ing about: Walk into the house just west of 
the Pokémon Center and a man will give you 
his for safekeeping. Don't bother too much 
with it, though, since it really isn't all that 
great. 


© Swing by the northernmost house and you'll 
find a photographer who will print out pic- 
tures of your Pokémon for you on your Game 
Boy Printer (assuming you have one, of 
course). 


* Before you go back to Olivine, you might as 
well defeat Cianwood's Gym Leader, Chuck. АШ 
the Pokémon is this Gym are Fighting types, 
so bring along some Psychics and a Flying 
type or two. Like all the other Gyms, making 
quick runs to the Pokémon Center between 
matches insures a relatively easy victory. 


* Chuck's Storm Badge allows all Pokémon to 
level 70 to obey you and lets you use Fly out- 
side of battle. The bonus item that you get 
from Chuck is TM o1 (Dynamic Punch), a pow- 
erful Fighting-type move. 
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* Once you leave the Gym you'll see a 
woman standing outside who will give you 
HM o2 (Fly) —this incredibly handy move 
instantly teleports you to any Pokémon 
Center that you've already visited. Good 
thing you just got the badge that lets you do 
that, huh? Test it out now by flying back to 
Olivine to give Jasmine the medicine. 


© азпиез Challenge | 


© Head back up to Jasmine in the lighthouse 
and give her the medicine. She'll heal the 

Sick Pokémon and run back to her Gym. 
You're gonna want her Mineral Badge, so fol- 
low her. 


* Jasmine's Gym is very minimalist in design. 
No trainers, no fancy traps...just Jasmine. 
She'll attack you with two Magnemites, 
which shouldn't be a problem for you at this 
point. What you need to watch out for is her 
Steelix, an evolved Onix. Send out whatever 
Fighting, Fire or Ground Pokémon you have 
to take care of it. 


* The Mineral Badge only increases your 
Pokémon's defensive power, but you'll also 
gain TM 23 (Iron Tail), one of the few Steel 
attacks in the game. 


* To get to where you need to go next 
(Route 42), you must backtrack to Ecruteak 
City—time to test out that Fly technique 
again. Once you arrive in Ecruteak, head 
through the house on the east side of the 
city to reach Route 42. 


@|кошед; ии 


* There are a few items sitting out in the 
open along Route 42, as well as some wild 
Mankeys for Gold players to capture. 


* About halfway through Route 42, you'll 
have to use the Cut ability to get past a 

tree that's blocking the way. In the area 

you just entered are three fruit-bearing trees 
that will give you Pink, Green and Yellow 
Apricorns. This is the only place in the game 
where you can get these, so take advantage 
of it and have Kurt make some new Poké 
Balls for you. 


* After you've gathered some Apricorns, it's 
time to bust out that Pokémon that you 


taught Headbutt to earlier. From this point 
on, you'll be able to find new Pokémon by 
hitting trees. They're kind of rare, but you 
can find the Bug/Fighting-type Heracross 
and the Normal-type Aipom, who is a wacky 
monkey. All games should have a wacky 
monkey... 


Фиш | 


* Mt. Mortar, a cave you'll find along Route 42, 
is an area you'll definitely want to explore once 
you have the Flash, Surf and Waterfall tech- 
niques. When you're ready, enter Mt. Mortar 
with only five Pokémon in your party. If you 
have a full party, you won't be able to collect 
the rare Pokémon, Tyrogue, from the Karate 
Master inside the cave. 


* There are 

three cave entrances to 

Mt. Mortar along Route 42. Go into the 

middle one and Surf north to the waterfall. 
Climb the waterfall by using the Waterfall tech- 
nique, then Surf to the door to the far north. 


* Once you enter that door, you'll be in a large 
room filled with multiple small levels. Work 
your way to the northwest corner by jumping 
down to lower ledges and surfing across the 
tiny bodies of water. Also, be aware that there 
are several good items in this room that are 
worth going out of your way to get (Dragon 
Scale, Rare Candy, е!с.). 


LASS DANA 


wants to battiet 


SINIPE * 
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* Climb the ladder in the northwest corner of 
the area to the ledge above, then walk east. 
Here, you’ll come across two more ladders. 
Take the one on the left, and you’ll soon 
come across another ladder. Climb it, and 
you'll see the Karate Master. 


* Defeat the Master's Hitmonlee and 
Hitmonchan and he'll give you a Tyrogue. 
When Tyrogue reaches level 20, it'll evolve 
into different forms based on its attack and 
defense stats. If attack is greater, it'll evolve 
into Hitmonlee. If defense is greater, it will 
become Hitmonchan. If both stats are equal, 
you'll get the new Pokémon, Hitmontop. You 
can sway the outcome by using Iron and 
Protein to adjust the levels to where you 
want them before he evolves. 


© Troubie in Mahogany Town | 


* It looks like Team Rocket has struck again 
and has taken over Mahogany, so once 
again, you're going to have to do a few 
chores before you get a shot at the Gym in 
this town. 


* Because everything in town is under Team 
Rocket's control, you'll have to head north 
to Route 43 to find a way to return order to 
this once-peaceful place. After a little 
while, you'll come across a guardhouse. If 
you enter, Team Rocket will shake you 
down to the tune of 1,000 dollars. Don't let 
this happen to you. Instead, walk through 
the grass on the left of the Route and 
avoid the house entirely. 


* Taking the long way around is a better 
idea, anyway. Not only will you gain experi- 
ence and cash by facing this area's trainers, 
but you also have a great chance of running 
into the new Pokémon, Girafarig. 


* There are two exits from the north side of 
this Route. The right one leads to the Lake of 
Rage, but don't worry about that right now. 
Instead, go through the left one first. As you 
navigate the simple maze of trees (you'll 
have to cut through some of them), you'll 
find TM дз (Detect) and a house where you'll 
be given TM 10 (Hidden Power). 


* Once you've collected these new tech- 
niques, head over to the Lake of Rage. 


© Lake or Rage | 


* The red Gyarados in the middle of the lake 
is quite rare (the rest of the Gyarados are 
blue). Save your game, then try to capture 
it—once you do, you'll get a Red Scale. 
(Keep in mind that if you don't like having 
rare Pokémon in your collection, you can 
knock out this grand creature anyway and 
still get the scale.) 


* The Red Scale is very valuable, because 
you can trade it to Mr. Pokémon for an 
EXP Share. The EXP Share item allows 
any Pokémon holding it to receive experi- 
ence points regardless of whether it fights 
in a battle. 


* After you take care of the Gyarados prob- 
lem, you'll meet up with Lance, the leader of 
the Elite Four of the previous games. He 
teams up with you to drive Team Rocket out 
of Mahogany. 


* Before you leave for Mahogany Town, the 
small house by the Lake of Rage will hold a 
fishing contest. Catch the biggest Magikarp 
and you can win a Max Ether. 


Ф кип Rocket Out of Town 


* Inside the Mahogany Town Item Shop, 
Lance will reveal Team Rocket's underground 
hideout. 


* Whenever you pass a gold statue here, a 
Rocket rushes out to fight you, so be careful. 
Wander through the rooms to the south until 
you reach a room with a computer in it. 
Deactivate the statue's sensors here— now 
you can freely travel to the stairs in the 
southwest corner of the floor. 


* You need to shut down Team Rocket's 
power generator, but before you can get to 
it, you need to get two passwords to open 
the door. There are two basement levels that 
you must travel through to find all the Rocket 
members. Fight all of them, then two of the 
Rockets will reveal the passwords. 


* With the passwords in hand, return to the 
first basement level where the locked door 
is. You'll be ambushed by a Rocket 
Executive, so make sure your Pokémon are 
in good shape. 


* After you beat the Team Rocket member, 
you must go to the power generator and 
knock out three of the Electrodes that are 
powering it. They will sometimes attack with 
Selfdestruct, so make sure your party is up 
to the task. When the job is done, Lance will 
thank you with HM o6 (Whirlpool). 


* Now that Team Rocket has blasted off 
again, you can challenge Pryce at the Gym 
for the Glacier Badge. Ice Pokémon are the 
flavor of the day in Pryce's Gym, so bring 
along those Fire and Electric types. 


* The floor of the Gym is covered with ice, so 
pay attention to where you slide. Once 
you've defeated all of the trainers, you 
shouldn't have too hard of a time. 


The Legendary Birds 


Bi In order to get to the two legendary birds, 
you must get the corresponding Wing. Gold 
players will get the Rainbow Wing first, while 
Silver players will first get the Silver Wing. 


* With the Glacier Badge in hand, your 
Pokémon's Special attack and defense will 
rise, and you can use Whirlpool outside of 
battle. You'll even get TM 16 (Icy Wind), a 
decent Ice attack. 


© | Goldenrod Needs You! 


е Once you've beaten the Mahogany Gym, 
Professor Elm calls to tip you off about the 
bad things going down in Goldenrod City— it 
looks like that eighth badge is going to have 
to wait... 


Bi You won't get the second Wing (Silver Wing 
for Gold players and Rainbow Wing for Silver 
players) until you reach Pewter City in the sec- 
ond quest of the game. 


Bi Gold players will find their first bird, Ho-oh, 
in the Tin Tower in Ecruteak City. Silver players 
on the other hand, will find Lugia, which is on 
the northeastern Whirl Island. 


Bi Neither of the dungeons where the birds are 
hiding are that complicated. They can be easi- 
ly navigated with a little experimentation. The 
main problem is trying to catch the birds, 
which can be quite a chore. 


* Once you get back to Goldenrod, go 
straight to the Radio Tower. You'll find it 
crawling with Rockets. At the top you'll find 
a phony radio director. Wipe out his army of 
Koffings and Weezings to get the 
Underground Key, then head down into the 
underground tunnel and use it to unlock the 
previously locked door down there. 


B As is the case with most hard-to-catch 

Pokémon, you're going to want to paralyze it 

and put it to sleep if you want any chance of 

catching it. Electric Pokémon are always good 

to wear down Flying types, but be careful not 

to knock them out. Save before you fight them 
just in case you do. 


* Watch out! When you head into the under- 
ground area, your rival is waiting to pounce. 
Take him out before you move on. 


* Once you go through the 
locked door, you'll find your- 
self in a room where Rockets 
are guarding three switches. 
After you dispose of the Team 
Rocket goons, flip the 
switches (start with the one 
on the far left and work your 
way to the right). This will 
open some doors so that 
you can reach the exit in 

the southeast corner of the 
room. 


W Once you've gotten their health 
down a bit, bring out 
Scyther/Scizor to use False 

Swipe, if you can. Both of the 
birds have the Recover move, 
so make sure that they're 
sound asleep so they can't 
regain their health. 


E Once you get them low оп 
energy and asleep, start 
tossing those Ultra and 
Heavy Balls. You're going to 
have to throw a lot at them 
to get them to stay inside, 
but with perseverance, 
you can do it. 


* The room that you end up in 
has a staircase that leads to the 
basement of the Goldenrod 
department store. You can climb 
in and pick up a few items in 
there. 


* After 
you've 
collected 
what 

you 
wanted in 
the depart- 
ment store's 
warehouse, go back 
down the stairs to 
find the real director 
of the Radio Tower, 
who's being held 
hostage. When you 
rescue him, he'll 
give you the 
Card Key to 
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What Day Is Today? 


li There are seven siblings who will only come out on certain days of the week. Be sure to 
track them down, since they will give you a free item. If you're having trouble keeping track of 


their schedules, check out the chart below: 


Sunday: Sunny appears on Route 37 
Tuesday: Tuscany appears on Route 29 
Thursday: Arthur appears on Route 36 
Saturday: Santos appears in Blackthorn City 


open up the locked door on the third floor of 
the Radio Tower. 


* Return to the Radio Tower and use the 
Card Key to open the locked door. You 
can now proceed to the top of the Tower. 
Some high-level Team Rocket members 
who use a lot of Dark-type Pokémon will 
be waiting for you, so get those Bug and 
Fighting types ready. 


* When you defeat all the Team Rocket mem- 
bers, the Radio Tower director will give you a 
Wing (the Rainbow Wing if you're playing the 
Gold version; the Silver Wing if you're playing 
the Silver version). Now, you can go after 
whatever Legendary Bird that's on your car- 
tridge's label. 


* As you're leaving the Tower, talk to the 
woman at the desk on fourth floor— she'll 
give you a Pink Bow. Also, chat with the 
woman near the door you unlocked on the 
third floor to get TM 11 (Sunny Day). 


Cs 


* Now that Team КосКе 5 out of the picture, 
it’s time to go get that final badge. Fly back 
to Mahogany Town and go through the 
house on the east side of town to get to 
Route 44. 


* Wilton the fisherman hangs out on Route 
44 — you'll want to register his phone num- 
ber so you can find out when there are a lot 
of Remoraids in the area. There's also a train- 
er in this area named Phil. Be wary of him, 
for like anyone else named Phil, his 
Pokémon skills are nigh unbeatable. If you 
do happen to beat him, he probably just let 
you win. Phil is one cool guy... 


* Surf across the small ponds in this area to 
find a narrow strip of tall grass. The hard-to- 
find Tangela and Lickitung both lurk here. 


Фер паяк 


е Before you go into the Ice Path, make sure 
you bring along a Pokémon who knows 
Strength. 


* Most of the Ice Path cave is pretty easy to 
navigate; the large sheet of ice toward the 

middle, however, is a little tricky. To get past, 
work your way to the northeast corner of the 
Sheet of ice. From there, slide down, left, up, 


Monday: Monica appears on Route 40 
Wednesday: Wesley appears at the Lake of Rage 
Friday: Frieda appears on Route 32 


left, down, right, down, right, up and right. 
This will put you back on solid land. 


* To get HM o7, which contains the neces- 
sary technique, Waterfall, you'll have to get 
across another patch of ice. This small area 
is pretty easy to navigate, however, so you 
shouldn't have too much trouble. 


* Once you go down the ladder, you must 
use Strength to push the four movable boul- 
ders into the four holes in the floor. Once 
they've all been dropped down, climb down 
the ladder in the northeast corner of the 
room. 


Hot Poke-Tip 


W Try to fight every Pokémon trainer 
in the game. Walking around them to 
avoid battles robs you not only of 


prize money for beating them, but 
also precious experience points for 
your Pokémon. Unless your party is 
dangerously low on health and you're 
heading to a Pokémon Center, take 
the challenge. 


* Use the boulders that you just dropped 
down to this level to slide over to the ladder 
in the middle of the room. 


* The rest of the Ice Path is very straightfor- 
ward — just be sure to collect all the items 
that you come across along the way. 


* Gold players will encounter Swinub in the 
Ice Path, while both versions contain Jynx. 
Try to grab both these |се types to assist in 
the final Gym. 


Ф returning ome 


* Now that you've gotten all eight badges, 
Professor Elm will call you up and ask you to 
come back home. While you could just fly 
home, it's better to take the long way 
through Routes 45 and 46 so you can catch 
some new Pokémon along the way. 


* The entrance to Route 45 is on the south 
side of Blackthorn City. There are a lot of hills 
that you must jump down on this path, so if 


you want to fight all the trainers, you'll have 
to fly back up to Blackthorn and walk down 
the path again, taking different forks each 
time. 


* Gold players can catch Ground/Flying-type 
Gligar and the adorable Teddiursa, while 
Silver players will find the Ground-type 
Phanpy (evolves into Donphan). 


* At the northern tip of Route 45, you can 
enter the other end of Dark Cave and collect 
a few items, including Blackglasses, which 
increases the power of Dark-type moves. 


@|васшютбу пили 


* Take your Pokémon to the house in the 
southwest corner of Blackthorn and you can 
make them forget moves that they have 
already learned. This handy service works on 
all types of moves, even HMs! 


* There's a person in Blackthorn who wants 
a female Dragonair in exchange for a 
Rhydon. Don't make this trade. Dragonair are 
just too tough to come by, and you'll be able 
to catch Rhydons later. 


* There's not much else to do in Blackthorn, 
so you might as well head into the Gym. 
Clair, the Gym Leader, is the master of 
Dragon-type Pokémon. Ice types will help 
you make short work of her. 


* Getting to Clair will require you to do the 
old “push boulders down holes to form a 
path" trick that you mastered in the Ice Path. 
Not too big of a deal, but even after you 
defeat her, she refuses to give you the Rising 
Badge. 


* To get the badge, you must bring her the 
Dragon Fang—cross the pond right outside 
the Gym and enter the cave there. You'll 
need a Pokémon who knows Whirlpool to 
pass through the cave, but the Dragon Fang 
you need will be lying in plain sight. 


* Once you grab the Dragon Fang, Clair will 
show up and give you the Rising Badge. It 
causes Pokémon of all levels to obey you 
and lets you use Waterfall outside of battle. 
You'll also earn TM 24 (Dragonbreath), which 
will occasionally paralyze your opponent. 


* Now that all Pokémon will obey you, it's 
time to trade all your powerful Pokémon 
from your Red, Blue and Yellow version of 
the game into this one. You caught that 
Mewtwo in the Unknown Dungeon before, 
right? Well, get it in here! Taking on the Elite 
Four will be no problem with some experi- 
enced Pokémon. 


© литое New Word | 


* Once you arrive back home, go talk to 
Professor Elm. As a reward for all your hard 
work, you'll be given a Master Ball! The 


Master Ball will catch any Pokémon in one 
Shot, even if you haven't weakened it at all. 
We recommend that you save it for when you 
encounter one of the three legendary 
Pokémon who are running around the map. 


* Now, it's time to journey to Victory Road, 
battle the Elite Four and become a Pokémon 
Master. You must leave your homeland of 
Johto and venture into Kanto, the setting of 
the previous Pokémon games. 


* Go to the east side of New Bark Town and 
Surf over until you reach Kanto. You'll end up 
on Route 27. There are a few new Pokémon 
to catch here as well as a few good items. 


* Enter the first cave you come across. 
Inside, you'll find a small pond. Surf to the 
left and grab a Moon Stone. If you use 
Waterfall to get over the...uh...waterfall, 
you'll find a house where you will receive TM 
37 (Sandstorm) —be sure that your lead 
Pokémon is in a good mood. Continue 
onward to Route 26, then it's just a quick 
walk to Victory Road. 


Ө Victory Road 


* There are a few neat items to get as you 
pass through the Victory Road cave, so look 
out for them. Although there are only a few 
different types of wild Pokémon here, you 
can catch a Rhyhorn if you wander around 
long enough (Rhyhorn is a rare Pokémon 
that only lives in this cave). 


* Your rival will attack once more as you are 
about to leave Victory Road. Be prepared. 


* When you leave the cave, you'll be at the 
Indigo Plateau. This is your last chance to 
heal and buy items before you face the Elite 
Four and their leader. You must challenge all 
five fights in a row, and you cannot heal at 
any Pokémon Centers between matches. 
Good luck! 


© indigo Plateau | 


е Will is the first of the Elite Four that you 
must face. He is the master of Psychic 
Pokémon, but if you have a strong Electric 
and Fire Pokémon, you shouldn't have a 
problem with him. Here are the Pokémon 
that you'll have to face against him: 


* Exeggutor: Level 41 
е Јупх: Level 41 — — 
d bri 

• Xatu: Level до 

е Xatu: Level 42 


* Koga, the Fuchsia City Gym Leader in the 
previous Pokémon games, is now a member 
of the Elite Four. He’s still using Pokémon 
that can poison you, so be sure to carry a 
few antidotes on you. Fire and Psychic 
Pokémon will take down his team. 


RS M evel 43 
е Muk: Level 42 
е Venomoth: Level 41 


Just like in the previous versions of the * Bruno is a big, tough guy, so it makes 
game, there are several Pokémon that sense that he uses Fighting-type Pokémon. 
you can only catch in Gold or in Silver. If While they may be strong, Fighters just can't 
you want to collect all of them, you're match up again Psychics. If you have a 
ДИРИ EOE ДЕСИ Water type in your party, use it to take care 
Pokémon that you can only get in the of his Onix. 
older versions, so be sure to link up to 

those games as well. Here's the Pokémon e Hitmonchan: Level 42 
that you're going to have to work a little T їтоп[ее: Level 42 
harder to get: е Hitmontop: Level 42 
е Machamp: Level 46 
Onix: Level 43 


Gold Exclusive * Karen uses Pokémon that include a mix of 


The following Pokémon can only be many types. Her Dark types are tough, since 
caught in the Gold version: they're only vulnerable to Fighting and Bug. 


The exception is Murkrow, who is also weak 
#56 Mankey #57 Primeape against Electric types. A little fire will take 
Bi #58 Growlithe — Ш #59 Arcanine care of Vileplume. 


Wi #167 Ѕріпагак W #168 Ariados 
W #207 Gligar W #216 Teddiursa . * Gengar: Level 45 

E #217 Ursaring Ш #226 Mantine е Houndoom: Level 47 
е Murkrow: Level 44 

* Umbreon: Level 42 


* Remember Lance, the nice guy who 
helped you out at the Lake of Rage? Well, 
guess who the final boss is? He uses a lot of 
Dragon types, so bring out that Ice 
Pokémon now. Other than that, take care of 
Gyarados with electricity and use Water 
types on Charizard and Aerodactyl. 


The following Pokémon can only be 
caught in the Silver version: 


W #37 Vulpix W #38 Ninetails 
#52 Meowth #53 Persian 

W #165 Ledyba W #166 Ledian 

W #225 Delibird W #227 Skarmory 

W #231 Phanpy W #232 Donphan 


* Aerodactyl: Level 46 

e Charizard: Level 46 

* Dragoni Ji 
‚р 

F agonite: Level 50 

__* Gyarados: Level 44 


Old-School Exclusive 
Pokémon 
The following Pokémon can only be 


caught in the Red, Blue or Yellow ver- 
sions: 


° If you thought that this was the end of the 
game, you’re sorely mistaken. After the 

n виразаш A музаи ер credits roll, you will start over back in New 

5 Charmeleon E Charizard Bark Town. From here, a whole new adven- 


#7 Squirtle #8 Wartortle ture opens up to you in Kanto. 
#9 Blastoise #138 Omanyte 
#139 Omastar #140 Kabuto 
#141 Kabutops #144 Articuno 
#145 Zapdos #146 Moltres 
#150 Mewtwo #151 Mew 


* You'll be able to journey to all the old 
cities and earn all eight of the old badges. 
There may even be some old friends waiting 
to challenge you at the end of your new 
adventure. 


* Kanto's map is very similar to how it used 
to be, but it has changed a bit in three 

years. There's also plenty of other Pokémon 
to catch over there, so stay alert! 


е It’s a fun bonus, making Pokémon Gold 
and Silver almost like having two games 
in one. So get exploring. There's lots more 
to see! 


Take good care of 
NENTNO. 
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© | Finding Ho-oh in Tin Tower 
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The Whirl Islands 
are located on 
Routes 40 & 41 
between Olivine City 
and Cianwood 
Island. There are 
four islands here, 
but if you're looking to catch Lugia, you only 
need to go into the northeast one. Wander 
around through the other caves to collect a 
bunch of different items. 
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The Tin Tower is located in Ecruteak 

City. You must pass through the 

house near the pond on the north 

side of town to get to it. Inside the 

tower, you'll have to navigate the aei? 
ramps that force you to jump over 

the pits. They only work one way, 

So pay close attention to the layout. 

Ho-oh awaits you on the top floor. 


АД 
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© Voyage on the SS. Anua 


After you’ve defeated the Elite Four and 
the credits roll, you'll find yourself back 
home in New Bark Town. 


! Visit Professor Elm, and he'll give you a 
present: a ticket for a trip on the S.S. Aqua, 
which departs from Olivine City. Fly over 
there and climb aboard. 


There are eight rooms on the main floor of 
the S.S. Aqua. Your cabin is the one on the 
northwest corner of the floor. The room 
comes stocked with a PC and a bed where 
you can heal your Pokémon. 


There are trainers in most of the rooms on 
the ship. These passengers carry a good 
amount of cash on them, so it's worth your 
time to fight them. 


There's a man on the ship looking for a 
lost girl. She's hiding downstairs, but a 
sailor won't let you pass until you've found 
another sailor who has gone missing. Run 
back up to the room next to yours to find 
this sailor. You'll have to fight him before he 
returns to his duties, but after he does, 
you'll be able to get into the lower level of 
the ship. 


Continue deeper into the ship to the 
Captain's room, where the little girl is hid- 
ing. Return her, and you'll be rewarded with 
the Metal Coat, which you'll need to evolve 
either your Scyther or your Onix. 


received 


рн. 


Once you've done all that, the boat docks 
in Vermilion City. 


© vermition city 


Now that you’ve landed in Kanto, the only 
way back to Johto is to walk there or travel 
on the S.S. Aqua. The ship only leaves for 
Johto on Sunday and Wednesday and 
returns on Monday and Friday. There is a 
train that travels between Goldenrod City 
and Saffron City in Kanto, but you must 
restore power to it before you can use it. 


Stop by the house just north of the Gym 
and talk to the president of the Pokémon 
Fan Club. After his story ends, he'll give you 
a Rare Candy for listening to him. 


On the east side of town, you'll find a 
sleeping Snorlax (the only one in the game) 
blocking the road. You won't be able to 
wake him (and catch him) for a while, so 
just let him sleep. 


In Kanto, you'll have to battle the eight 
Gym Leaders from Pokémon Blue, Red and 
Yellow and earn their badges. Most of the 
strategies that you've developed in the old 
games will still work on the Gym Leaders. 


Lt. Surge is the Gym Leader in Vermilion, 
and he specializes in Electric-type Pokémon. 
Bring along your Ground and Grass types to 
finish him off. 


© Tue short Road to Saffron City | 


Head north out of Pewter and travel 
through the obscenely short Route 6 into 
Saffron City, home of the not-yet-functioning 
train to Johto. 


Stop by the house on the southeast 
corner of town to get a free TM 29, which 
contains the always-welcome Psychic 
technique. 


The large building in the center of town 
is the Silph Co. building. They won’t let you 
up into it in this game, but if you talk to the 
guard blocking the staircase, he'll give you 
a free Up-Grade. If a Porygon is holding 
this when you trade it, it will evolve into 
Porygon 2. 


There are two Gyms in this 
town. The real Gym is the one 
in the northeast corner of 
town. The Gym just west of 
that one is the old Fighting 
Gym. Stop in there to nab a 
Focus Band, which will some- 
times prevent the Pokémon 
that holds it from fainting. 


Before heading to the Gym to 
challenge Sabrina and her psychic 
Pokémon, take a quick detour 
to Route 7, which is on the 
west side of town. At 
night, you'll be able to 
catch two Dark-type 
Pokémon: Murkrow and 
Houndour. Houndour shows up 
much less frequently 
than Murkrow, but it's 
the more powerful of 
the two. 


Bring your Dark 
types to the Gym to 
challenge Sabrina. 


The only way to reach her is to use the tele- 
porter pads that warp you between the nine 
rooms in the Gym. After walking onto the 
first pad at the Gym's entrance, go to the 


FHIL ке 


ce 
METAL COST. 


pad just above where you were teleported. 
Then, walk to the pad to the left. From here, 
go to the pad below where you landed. 
Finally, use the pad just below you to get 
to Sabrina. You may not want to take this 
direct route to her if you want to fight all 
the Gym trainers. 


After defeating Sabrina, you'll be reward- 
ed with the Marsh Badge. 
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Now that you've earned two badges, it's 
just another short trip to the next town, 
Lavender Town. Leave Saffron from the east 
to reach Route 8. 


The only thing of interest on Route 8 is the 
small patch of grass that you'll need Cut to 
get into. In here, you can catch a wild 
Kadabra, but not much else. 


There's not much going on in Lavender 
Town. You'll just be passing through to get to 
the Rock Tunnel on the north side of town. 
This will lead you to the Power Plant where 
you can restore power to the train. 


Remember that haunted tower in the old 
Pokémon games that was built as a shrine to 
dead Pokémon? Well, for some reason, it's 
now been converted into the Kanto radio 
tower. Sure, it's strange, but if you stop by 
the tower after turning the power back on, 
you'll get a Radio Card upgrade that lets you 
listen to Kanto radio stations. 


© Fock tonnes EN 


Before heading into the Rock Tunnel, grab 
a Pokémon that knows Surf. You'll need this 
to get to the Power Plant. 


Rock Tunnel is fairly short and easy to nav- 
igate. There are a few items scattered about 
including a PP Up, Iron and TM 47 (Steel 
Wing). 


While in the Rock Tunnel, you can catch a 
Cubone. Also available here (but much less 
frequently) are Marowak and Kangaskhan. 


© Save The Power Plant 


Once you leave the Rock 
Tunnel, walk up to where there 
isn’t a fence around the water 
and surf down to the Power 
Plant. 


Hang out on the patch of grass 
outside the Power Plant to catch a 
rare Electabuzz. After you get power 
back to the train, head back over to 
the Daycare Center outside of 
Goldenrod and breed it to get the 
new Pokémon, Elekid. 


Once you're inside the 
Power Plant, you'll learn that 
someone has stolen a vital part 
to the machine. As you leave, 
you'll be told that the thief was heading 
toward Cerulean City. 


Surf back to where you entered the water 
and head west to Cerulean. Once again, this 
route is fairly uninteresting except for the 
odd Primeape and Fearow encounters. 
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Now that you’ve entered Cerulean City, 
you have to track down the Power Plant 
thief. He's hiding in the Gym, but he'll bolt 
the moment you find him. Chase after him 
through Route 24 on the north side of town. 


When you catch up 
with the thief on Route 
24, he'll tell you where 
he's hidden the 
Machine Part. He 
tossed it in the water 
inside Cerulean Gym. 
Head back there and 
search the water in the 
area shown in the picture. Now that you've 
gotten the part back, return it to the Power 
Plant. 


After the power has been restored, you'll 
receive TM o7 (Zap Cannon) for your efforts. 
The train will also begin running between 
Saffron and Goldenrod. Be sure to stop Бу 
the Radio Tower in Lavender to pick up the 
Kanto Radio Card as well. 


Since you're in Cerulean, you might as well 
go for the badge. Unfortunately, the Gym 
Leader, Misty, is nowhere to be found. Before 
you can fight her, you must wander all the 
way up Routes 24 and 25. Along the way, 
you'll encounter a few trainers, but you'll 
soon find her and a mysterious date hang- 
ing out near a pool of water 


there. Once you locate her, she'll run back 
over to the Gym. 


Misty is the master of Water Pokémon, so 
bring along your Electric and Grass types. 
Her Pokémon's levels range from low to 
high 40s, so make sure that your Pokémon 
are of similar strength. Once you beat her, 
you'll get the Cascade Badge. 


When you were up in Route 25, did you 
notice the house by where Misty was? Now 
that you've defeated Misty, you should 
head back up there. The man inside wants 
to see many different types of Pokémon. 
Every time you bring him the Pokémon that 
he hints at, you'll get a different evolution- 
ary stone, such as a Leaf or Thunder stone. 
If you want all of the stones (and who 
wouldn't?), bring him the following 
Pokémon in this order: Lickitung, Oddish, 
Staryu, Growlithe and Pichu. 
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D| Journey To Celadon city | 


Your next stop is Celadon City, and you're 
gonna have to do a little backtracking to get 
there. First, head south in Cerulean to get to 

Route 5. Stop by the house in this route 
to get the Cleanse Tag, which reduces 
wild Pokémon encounters. 


Route 5 leads you into Saffron City. 
Before moving on, you should secure a 
Pass so that you can ride the Magnet 
Train between Johto and Kanto. 


The train station in Saffron is in the 
northwest corner of town. Before heading 
there, though, you 
must stop by the 
house just south of it. 
Inside, you'll find a lit- 

tle girl who has lost a 
Clefairy doll in 
the Pokémon 

Fan Club in 
Vermilion City. Fly to 
Vermilion, claim the 
doll, and return it 
to the girl to get 
the Pass. You can 
now travel between Saffron 


The Kanto 


and Goldenrod whenever you'd like. 


Now that you've gotten your train ticket, 
you can continue to Celadon. Head out the 
west side of Saffron to Route 7 (where you 
caught the Dark Pokémon earlier). On the 
other end of this short area is the entrance 
to Celadon City. 


Ф celaron city пия 


On the north side of Celadon is a house 
with a “secret” back door. If you enter 
through that door during the night and 
climb to the top floor, a man there will tell 
you a scary story and present you with TM 
03, which contains Curse. 


Like Goldenrod, Celadon City also has 
a Game Corner. While the games are the 
same, the prizes are different. Here, you 
can pick up TM 29 (the powerful Psychic 
move) and a rare Porygon. 


In a house on the southeast corner of 
town, there’s an eating contest being held. 
While it’s too late to enter, you can search 
a trash can there to find Leftovers. Give this 
item to a Pokémon and it will regain a little 
bit of health every turn. 


You'll have to use Cut to get to the 
Celadon Gym, where Erika resides with 
her Grass-type Pokémon. Just bring 
along your Fire types and you should 
have no problem. 


After earning the Rainbow Badge from 
Erika, you'll also receive TM 19 (Giga 
Drain). 


Ф Cycling to Fuchsia city | 


Leave Celadon from the west to reach 
Cycling Road. You must ride your bike 
down this steep hill, which you'll automati- 
cally speed down unless you countersteer 
with the directional pad. 


There are a few trainers along this 
road to Fuchsia, but the most 
important thing to note is 
the small patches of 
grass near the top of 
Cycling Road and 
right before you 
enter Fuchsia. 
Here, you can 
catch the new 
Pokémon, 
Slugma. It's 
fairly rare, so 
you may have 
to wander 
through the 
grass fora 
while before 
one appears. 


They've closed down the Safari Zone, 
which was the only thing (besides the 
Gym, of course) of interest in Fuchsia. 
Without that, you might as well head 
toward the Gym. 


Koga used to be the Gym Leader in 
Fuchsia, but now that he's a member of the 
Elite Four, his daughter, Janine, has taken 
over. Pretty much all the Pokémon in the 
Gym are Poison types, so you should use 
whatever Psychics you can. 


As in the previous games, there are "invis- 
ible" walls throughout the Gym. If you stare 
closely at the screen, however, you will be 
able to see the walls. 


Fallen rocks have blocked the southern 
path out of this town, so you have to leave 
through Route 15, which is to the east. 


(The Long and Winding Road | 


In order to get to the remaining areas of 
Kanto, you'll have to pass through Diglett 
Cave. While you could just fly back to 
Vermilion, taking the long way through 
Routes 12-15 can score you a couple rare 
Pokémon. 


It’s going to be a long walk back to 
Vermilion, and there’s a lot of trainers along 
the way. You may want to stock up on heal- 
ing items, or be prepared to walk back to 


Fuchsia's 

Pokémon 
Center a 
lot. 


along the way for the 
ultra-rare Chansey. This 
is the only place in the 

game where it shows 
up, and even then it 


Search the tall grass 


doesn't show up that often. 


If you are patient enough, try to catch two 
Chanseys. Along this route, there's a girl 
standing in some tall grass who will trade 
you an Aerodactyl for a Chansey. This is 
the only Aerodactyl that you can get in 
the game. 


About halfway across the long bridge in 
this route, you'll come across a house. Talk 
to the man inside and answer "yes" to his 
question. He'll give you a Super Rod. 


If you continue up this road to the north, 
you'll end up in Lavender Town, but to get to 
Diglett Cave, you'll want to take the road to 
the west just past the house where you got 
the Super Rod. 


DESE 


Just as you enter Vermilion from the east, 
you'll see a Snorlax blocking the entrance 
to Diglett Cave. Hopefully, you stopped at 
the Radio Tower in Lavender Town and 
picked up that radio upgrade after restoring 
power to the Power Plant. 


Before you wake up the Snorlax, save 
your game. This is the only chance to catch 
one in the game, so you don't want to acci- 
dentally knock it out. 


Turn on your radio and tune in to the all- 
Poké Flute music station. This will awaken 
the Snorlax and cause it 
to attack. 


Snorlax tends to 
put itself to sleep and 
recover health, so catch- 
ing it may be a bit of work. 
Once you catch it (or knock it 
out), the entrance to Diglett Cave 
will be opened. 


Diglett cave is incredibly short, and the 
only Pokémon in it are Digletts (obviously) 
and the occasional Dugtrio. You might want 
to grab both of them for your collection. 
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When you exit Diglett Cave, head to the 
north into Pewter Town. To the south is Route 
2, but we'll come back to that later. 


There's an old man standing on the streets 
on the east side of town. Talk to him, and he 
will give you your second Wing (Silver Wing for 
Gold players and Rainbow Wing for Silver play- 
ers). Now you can go catch the second 
Legendary Bird! 


Fans of the Pokémon cartoon are familiar 
with Brock, the Gym Leader in Pewter. They 
will also know that he used Rock-type 
Pokémon. Use Water or Grass-type Pokémon 
against him to get the Boulder Badge. 


@ Foute 3 e 


3 Leave Pewter to the east to reach Route 3, 
the pathway to Mt. Moon. 


Other than the few trainers here, Route 3 is 
pretty barren. Look in the grass here, though, 
as you may stumble onto a rare Jigglypuff. 
Much like Chansey, these don't show up much, 
so be prepared to hunt around for a while. 


© н. Moon a ошеа 


As you enter Mt. Moon, your rival will am- 
bush you one more time. His Pokémon's levels 
are all hovering in the early-to-mid до range, so 
make sure your Pokémon can compete. 


Mt. Moon is also home to Clefairys. It'll take 
a bit of wandering before you stumble into 
one, but they're in there. 


Just outside of Mt. Moon is a shop that only 
has a few items to sell. 


Right next to the shop is a small, fenced-in 
area. If you visit this area on Monday nights, 
you'll see a bunch of Clefairys dancing here. 
They leave behind a rock that you can break 
with Rock Smash. Inside, there will be a 
Moon Stone. You can keep coming back 
every Monday to get another Moon Stone. 


Go through the cave just south of the shop 
to get to Route 4. There are a couple of train- 
ers here as well as an HP Up. 


Now that you've seen everything of impor- 
tance here, backtrack through Pewter City until 
you reach Route 2 near the Diglett Cave 
entrance. 


© Heading то Pallet Town 


Now that you’re back on Route 2, you 
need to head south until you reach Pallet 


98 POCKET GAMES 


Town, the starting point of Pokémon Red, 
Blue and Yellow. 


Enter the small house just south of the 
Diglett Cave entrance. Inside, you'll find a 
person who will give you a Nugget just for 
talking to him. You can sell this at a shop 
for $5,000! 


Route 2 is special because this is the only 
place in Gold and Silver where you can catch 
a Pikachu. They don't show up much, but it's 
always good to have a Pikachu or two (you'll 
want to breed a Pichu, after all). 


Keep going south along Route 2 and you'll 
reach Viridian City. Just like in the previous 
games, the Gym Leader is not in. As you'll 
recall, the old Gym Leader was Giovanni, the 
leader of Team Rocket. Since he left town 
after being defeated before, the new Gym 
Leader remains a mystery for now. 


In the southwest corner of Viridian, 
there's a man who you must use Cut or Surf 
to reach. If you do, he'll give you TM 42 
(Dream Eater), a powerful move that you 
can use on sleeping enemies. 


There's a building in Viridian just north of 
the store where you can practice fighting 
against a trainer once a day. The interesting 
thing is, the trainer (and his Pokémon that 
you fight) will be the last person who you 
did a Mystery Gift with. If you've 
never used the Mystery Gift 
option, you'll fight a 
trainer who has 
all three start- 
ing 


Pokémon at their highest evolutionary 
stage. 


Leave Viridian through the south and 
you'll be on Route 1. The most exciting thing 
about Route 1 is that it leads to Pallet Town. 


Everything in Pallet is just like you 
remember it from the old games. The only 
things in this town are Professor Oak's lab 
and the homes of Ash and Gary. Stop by and 
chat with everyone before hopping in the 
water on the south side of Pallet and head- 
ing off to Cinnabar Island. 


© Where's Cinnabar Island? | 


There's a small patch of tall grass just 
south of Pallet once you begin surfing. It's 
worth stopping off here to pick up a rare Mr. 
Mime. You can also nab a Tangela here if 
you haven't yet. 


You'll soon arrive at Cinnabar Island and 
find that it's not what it used to be. 
Apparently, a volcano erupted, destroying 
everything on the island except for the 
Pokémon Center. 


On the island, you find the Viridian Gym 
leader, who turns out to be none other than 
Blue (or Gary to fans of the cartoon). The 
former rival will taunt your skills for a bit 


and then return to his gym. 


Before dealing with Blue, however, you 
need to track down Blaine, the leader of the 
former Cinnabar Island Gym. Hop back into 
the water and continue surfing east. You'll 
Soon come across another island with a 
cave on it. 


* Blaine sits alone in this cave, 
waiting for someone to visit him. 
Take out his Fire-type 
Pokémon with some 
Water types, and he'll 
give you the Volcano 
Badge. 


8 Whip out your Super 
Rod and do a little fish- 
ing on Blaine's island. 

You can catch the new 


The Kanto 


Water/Electric-type Chinchou and its 
evolved form Lanturn here. 


# If you continue surfing east past Blaine's 
island, you'll reach the patch of land just 
south of Fuchsia City that was previously 
blocked off. The path is clear now, but you 
need to get back to Viridian to defeat Blue. 
There are some more trainers in the water 
past Blaine's island, though, so you may 
want to head out there for the experience. 
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i : m Ө The Final Challenge 
8 Once you've returned to Viridian, you can 


challenge Blue for the Earth Badge. His 
Pokémon roster is quite varied, so 
you'll need a good variety as well to 
combat him. You'll definitely want a 
Dark type to wipe out his Psychics, 
Electric types to fight his Water, and 
Flying types and a Water type to take 
out his Fire type. Most of his Pokémon 
are pushing level 6o, so this will be a 
tough battle. 


Now that you have all eight of the 
Kanto badges, go visit Professor Oak in 
Pallet. He will inform you that there is 
one more challenge in Mt. Silver. All you 
have to do is get there. 


| Finding ма. Silver 


To get to Mt. Silver, head back up 
to Viridian City. From there, walk 
west onto Route 22. This route 
is very short and the 
Pokémon here are very 
weak. Enter the house 
at the end of the 
route. 


! Inside the 
building, keep 
heading to the west 
and you'll end up on 
Route 28, which is 
relatively large and 
winding. It's still very 
easy to navigate, how- 
ever. There's plenty of 
tall grass here, but 
the only wild 


Pokémon to really watch out for is Sneasel. 
This critter only comes out at night, so time 
accordingly. 


East of the Pokémon Center on Route 28 
is a house where a woman will give you TM 
47, Which contains the Steel-type move, 
Steel Wing. 


Keep going east past the woman's house 
and you'll come to a dead end. Right at the 
end of this path, face up and search. You'll 
find a hidden Rare Candy. 


After you've healed in the Pokémon 


Center, head into Mt. Silver via the cave just 


west of the Center. 

Mt. Silver isn't a very confusing dun- 
plenty powerful. You may want to run 
away from battles to save your 
strength for the final challenger. 


Before facing your last foe, 
however, you should explore 


geon, but the Pokémon that inhabit are 


Mt. Silver for a bit and catch the rare 
Pokémon that dwell within. 


Be on the lookout for Larvitar, a 
Rock/Ground type that eventually evolves 
into a way-powerful dragon, much like 
Dratini. 


The other rare Pokémon can only be 
found at night on the second floor of Mt. 
Silver. It’s Misdreavus, a Ghost-type 
Pokémon. You'll have to work a bit to catch 
this Pokémon, but it's worth the trouble. 


After you've caught what you want to in 
Mt. Silver, exit the cave from the second floor. 
You'll walk up a narrow pathway to face your 
final challenger. The game calls him Red, but 
we all know him as Ash Ketchum, the star of 
the previous Pokémon games. 


All of Red's Pokémon have levels in the 
705, except for his Pikachu (yep, he still has 
Pikachu with him), which is at level 81. Much 
like your battle with Blue, you're going to. 
need a good variety of high-level Pokémon 
to beat Red. Stock up on healing items 
before fighting him, and you may be able to 
defeat the ultimate Pokémon master. 


Py Th 


TRAINER RED 
battlet 


wants to 
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1 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
Ivysaur at Level 16 


or 


Complete 251 Pokemon Gold & Silver 


In addition to the 151 Pokémon =, ^ 
from the previous versions of the Ü | 
game, there are 100 new Pocket / 
Monsters to catch in Gold and 
Silver. It can get pretty 
confusing trying to keep track of 
them all. To help you out, 
here's a list of all the 
Pokémon that you can 
catch in the game and at 
what level they evolve. 


3 


Venusaur Charmeleon Charizard 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
Venusaur at Level 32 


7 
Squirtle 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
Wartortle at Level 16 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 


N/A 


8 
Wartortle 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evovles into: 
Charmeleon at Level 16 


9 


Blastoise 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
Charizard at Level 36 


10 


Caterpie 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
Blastoise at Level 36 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
N/A 


Gold players find it on Routes 
30 & 31. Silver players catch 
it in the Bug Contest 


Evolves into: 
Metapod at Level 7 


Gold players find it on Routes 
30 & 31. Silver players catch 
it in the Bug Contest 


Evolves into: 
Butterfree at Level 10 


12 


Butterfree 


Gold players find it on Route 
2. Silver players catch it in 
the Bug Catching Contest 


Evolves into: 
N/A 


17 


Pidgeotto 


Silver players find it on 
Routes 30 & 31. Gold players 
catch it in the Bug Contest. 


Evolves into: 
Kakuna at Level 7 


18 
Pidgeot 


This Pokémon is found in 
Routes 43 & 8 


Evolves into: 
Pidgeot at Level 36 


You must evolve this 
Pokémon from Pidgeotto. 


Evolves into: 
N/A 


14 


КаКипа 


15 


Silver players find it on Routes 
30 & 31. Gold players catch it 
in the Bug Contest. 


Evolves into: 
Beedrill at Level 10 


19 


Rattata 


Silver players find it on Route 
2. Gold players catch it in the 
Bug Catching Contest. 


Evolves into: 
N/A 


20 


Raticate 


This Pokémon is found in 
Routes 29 & 30. 


Evolves into: 
Pidgeotto at Level 18 


21 


This Pokémon is found in 
Routes 29 & 30. 


Evolves into: 
Raticate at Level 20 


This Pokémon is found in 
Union Cave. 


Evolves into: 
N/A 


25 


Pikachu 


This Pokémon is found in 
Routes 33 & 34. 


Evolves into: 
Fearow at Level 20 


26 


Raichu 


This Pokémon is found in 
Routes 10 & 16. 


Evolves into: 
N/A 


27 


Sandshrew 


Silver players find it on 
Routes 32 & 33. Gold players 
can buy it in Goldenrod City. 


Evolves into: 
Arbok at Level 22 


Sandslash 


Silver players find it in Route 
27. Gold players must evolve 
it from Ekans. 


Evolves into: 
N/A 


29 


Nidoran(F) 


This Pokémon is found in 
Routes 2. 


Evolves into: 
Raichu with Thunder Stone 


30 


Nidorina 


You must evolve this 
Pokémon from Pikachu. 


Evolves into: 
N/A 


31 


Nidoqueen 


Gold players find this in 
Union Cave. Silver players 
can buy it in Goldenrod City. 


Evolves into: 
Sandslash at Level 22 


Gold players find this on 
Route 26. Silver players must 
evolve it from Sandshrew. 


Evolves into: 
N/A 


This Pokémon is found on 
Routes 35 & 36, 


Evolves into: 
Nidorina at Level 16 


This Pokémon is found on 
Routes 13 & 14 


Evolves into: 
Nidoqueen with Moon Stone 


You must evolve this 
Pokémon from Nidorina. 


Evolves into: 
N/A 
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Nidoran(M) 


This Pokémon is found on 
Routes 35 & 36. 


Evolves into: 
Nidorino at Level 16 


Nidorino 


34 
Nidoking 


35 
Clefairy 


36 
Clefable 


This Pokémon is found on 
Routes 13 & 14. 


Evolves into: 
Nidoking with Moon Stone 


38 


Ninetales 


You must evolve this 
Pokémon from Nidorino. 


Evolves into: 
N/A 


39 
Jigglypuff 


This Pokémon is found in Mt. 
Moon. 


Clefable with Moon Stone 


You must evolve this 
Pokémon from Clefairy. 


Evolves into: 
N/A 


Silver players can find this 
Pokémon on Routes 36 & 37. 


Evolves 
Ninetales with Fire Stone 


This Pokémon is found in 
Union Cave. 


Evolves into: 
Crobat when tamed 


47 


Parasect 


You must evolve this 
Pokémon from Vulpix. 


Evolves into: 
N/A 


This Pokémon is found on 
Route 5 & in Ilex Forest 


Evolves into: 
Gloom at Level 21 


Venonat 


This Pokémon is found on 
Routes 3 & 4. 


Evolves into: 
Wigglytuff with Moon Stone 


You must evolve this 
Pokémon from Jigglypuff. 


Evolves into: 
N/A 


This Pokémon is found in 
Union Cave. 


Evolves into: 
Golbat at Level 22 


This Pokémon is found on 
Route 5 


Evolves into: 


Vileplume with Leaf Stone or 


Bellossom with Sun Stone 


49 


Venomoth 


You must evolve this 
Pokémon from Gloom 


Evolves into: 
N/A 


This Pokémon is found in Цех 
Forest. 


Evolves into: 
Parasect at Level 24 


You must evolve this 
Pokémon from Paras. 


Evolves into: 
N/A 
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This Pokémon is found on 
Routes 43 & 24 


Evolves into: 
Venomoth at Level 31 


This Pokémon is found on 
Route 25. 


Evolves into: 
N/A 


This Pokémon is found in 
Diglett Cave. 


Evolves into: 
Dugtrio at Level 26 


This Pokémon is found in 
Diglett Cave. 


Evolves into: 
N/A 


53 


Persian 


54. 
Psyduck 


55 
Golduck 


Silver players can find this 


Pokémon on Routes 38 & 39. 


Evolves into: 
Persian at Level 28 


57 


Primeape 


Gold players can find this 
Pokémon on Route 9. 


Evolves into: 
N/A 


Silver players can find this 
Pokémon on Route 7. 


Evolves into: 
N/A 


Growlithe 


This Pokémon is found on 
Route 35 and in Пех Forest 


Evolves into: 
Golduck at Level 33 


Gold players can find this 
Pokémon on Routes 36 & 37. 


Evolves into: 
Arcanine with Fire Stone 


Evolve this Pokémon from 
Poliwhirl. 


Evolves into: 
N/A 


67 


Machoke 


This Pokémon is found on 
Routes 34 & 35. 


Evolves into: 
Kadabra at Level 16 


This Pokémon is found in Mt. 


Mortar. 


Evolves into: 
Machamp when traded 


Evolve this Pokémon from 
Machoke. 


Evolves into: 
N/A 


Evolve this Pokémon from 
Growlithe. 


Evolves into: 
N/A 


64 


This Pokémon is found on 
Route 35 and in Пех Forest 


Evolves into: 
N/A 


60 


Gold players can find this 
Pokémon on Routes 42 & 9. 


Evolves into: 
Primeape at Level 28 


61 


This Pokémon is found on 
Routes 30 & 31. 


Evolves into: 
Poliwhirl at Level 25 


Alakazam 


Found on Routes 30 & 31. 


Evolves into: 

Poliwrath with Water Stone 
or Politoed when traded with 
King’s Rock 


This Pokémon is found on 
Route 8. 


Evolves into: 
Alakazam when traded 


69 


Bellsprout 


Evolve this Pokémon from 
Kadabra 


Evolves into: 
N/A 


70 
Weepinbell 


This Pokémon is found on 
Routes 31 & 32. 


Evolves into: 
Weepinbell at Level 21 


This Pokémon is found on 
Routes 44 & 24. 


Evolves into: 
Victreebel with Leaf Stone 


This Pokémon is found in Mt. 
Mortar. 


Evolves into: 
Machoke at Level 28 


71 


Victreebel 


Evolve this Pokémon from 
Weepinbell. 


Evolves into: 
N/A 
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72 


Tentacool 


This Pokémon is found on 
Routes 32 & 40. 


Evolves into: 
Tentacruel at Level 30 


This Pokémon is found on 
Route 26 & 28 


Evolves into: 
Rapidash at Level 4o 


82 


Magneton 


73 


Tentacruel 


75 


Graveler 


This Pokémon is found on 
Routes 32 & 40. 


Evolves into: 
N/A 


78 
Rapidash 


This Pokémon is found on 
Route 28. 


Evolves into: 
N/A 


83 
Farfetch'd 


This Pokémon is found in 
Union Cave. 


Evolves into: 
Graveler at Level 25 


79 
Slowpoke 


This Pokémon is found in Mt. 
Silver. 


Evolves into: 
Golem when traded 


80 


Evolve this Pokémon from 
Graveler. 


Found in Slowpoke Well 


Evolves into: 
Slowbro at Level 37 ог 
Slowking when traded with a 
King's Rock 


Evolve this Pokémon from 
Magnemite. 


Evolves into: 
N/A 


87 


This Pokémon is found on 
Routes 38 & 39. 


Evolves into: 
N/A 


Evolve this Pokémon from 
Seel. 


Evolves into: 
N/A 
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This Pokémon is found on 
Routes 16 & 17. 


Evolves into: 
Muk at Level 38 


This Pokémon is found on 
Routes 27 & 22. 


Evolves into: 
Dodrio at Level 31 


This Pokémon is found in 
Slowpoke Well. 


Evolves into: 
N/A 


This Pokémon is found on 
Route 28. 


Evolves into: 
N/A 


90 
Shellder 


This Pokémon is found on 
Routes 38 & 39. 


Evolves into: 
Magneton at Level 30 


This Pokémon is found in 
Whirl Islands. 


Evolves into: 
Dewgong at Level 34 


91 


Cloyster 


This Pokémon is found on 
Routes 17 & 18. 


Evolves into: 
N/A 


This Pokémon is found on 
Route 41 & in Olivine City. 


Evolves into: 
Cloyster with Water Stone 


Evolve this Pokémon from 
Shellder. 


Evolves into: 
N/A 


» 


A 
2 


96 


This Pokémon is found in 
Sprout Tower. 


Evolves into: 
Haunter at Level 


This Pokémon is found on 
Route 11. 


Evolves into: 
N/A 


102 


Exeggcute 


This Pokémon is found on 
Route 8 


Evolves into: 
Gengar when traded 


This Pokémon is found on 
Route 34 & in Whirl Islands. 


Evolves into: 
Kingler at Level 28 


103 


Exeggutor 


This Pokémon is found by 
headbutting trees. 


Evolves into: 
Exeggutor with Leaf Stone 


107 


Hitmonchan 


Evolve this Pokémon from 
Exeggcute. 


Evolves into: 
N/A 


108 


Lickitung 


Evolve this Pokémon from 
Haunter. 


Evolves into: 
N/A 


99 


Kingler 


This Pokémon is found in 
Union Cave 


Evolves into: 
Steelix when traded with 
Metal Coat 


This Pokémon is found on 
Routes 34 & 35 


Evolves into: 
Hypno at Level 26 


101 


Electrode 


This Pokémon is found on 
Route 34 & in Olivine City. 


Evolves into: 
N/A 


104 


Cubone 


This Pokémon is found on 
Route 10. 


Evolves into: 
Electrode at Level 30 


105 


Marowak 


This Pokémon is found in 
Rock Tunnel. 


Evolves into: 
Marowak at Level 28 


This Pokémon is found in 
Rock Tunnel. 


This Pokémon is found in 
Team Rocket's Hideout. 


Evolve this Pokémon from 
Tyrogue. 


Evolves 
N/A 


Evolve this Pokémon from 
Tyrogue. 


Evolves into: 
N/A 


This Pokémon is found on 
Route 44. 


Evolves into: 
N/A 


This Pokémon is found in 
Burned Tower. 


Evolves into: 
Weezing at Level 35 


Evolve this Pokémon from 
Koffing. 


Evolves into: 
N/A 


This Pokémon is found in 
Victory Road. 


Evolves into: 
Rhydon at Level 42 
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113 


Chansey 


Trade a female Dragonair for 
this Pokémon in Blackthorn 
City. 


Evolves into: 
N/A 


117 


Seadra 


This Pokémon is found on 
Routes 13 & 14 


Evolves into: 
Blissey when tamed 


118 


Goldeen 


115 


Kangaskhan 


This Pokémon is found on 
Routes 44 & 28. 


Evolves into: 
N/A 


119 
Seaking 


This Pokémon is found in 
Rock Tunnel. 


Evolves into: 
N/A 


This Pokémon is found in 
Whirl Island. 


Evolves into: 
Seadra at Level 32 


121 


Starmie 


This Pokémon is found in 
Whirl Island. 


Evolves into: 
Kingdra when traded with a 
Dragon Scale 


This Pokémon is found in 
Union Cave & Mt. Mortar. 


Evolves into: 
Seaking at Level 33 


This Pokémon is found on 
Route 21 


Evolves into: 
N/A 


127 


Pinsir 


This Pokémon is found in the 
Bug Catching Contest. 


Evolves into: 
N/A 
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This Pokémon is found in the 
Bug Catching Contest 


Evolves into: 
Scizor when traded with 
Metal Coat 


This Pokémon is found on 
Routes 42 & 9. 


Evolves into: 
N/A 


This Pokémon is found on 
Route 34 & in Olivine City. 


Evolves into: 
Starmie with Water Stone 


125 


Electabuzz 


Evolve this Pokémoi 
Staryu. 


Evolves into: 
N/A 


This Pokémon is found in the 
Ice Path. 


Evolves into: 
N/A 


129 
Magikarp 


$ 


ӘӘ 


This Pokémon is found on 
Route 10. 


Evolves into: 
N/A 


130 


Gyarados 


This Pokémon is found in 
Burned Tower 


Evolves into: 
N/A 


This Pokémon is found on 
Routes 38 & 39. 


Evolves into: 
N/A 


Fish just about anywhere to 
catch this Pokémon 


Evolves into: 
Gyarados at Level 20 


This Pokémon is found in t 
Lake of Rage & Fuchsia City. 


Evolves into: 
N/A 


This Pokémon is found in 
Union Cave on Fridays 


Evolves into: 
N/A 


134 


Vaporeon 


136 


This Pokémon is found on 
Routes 34 & 35. 


Evolves into: 
N/A 


Buy this Pokémon at the 
Celedon Game Corner. 


Evolves into: 
Рогувоп2 when traded with 
Up-Grade 


Get this Pokémon from Bill in 
Goldenrod City. 


Evolves into: 
Refer to #134, #135, #136, 
#196 and #197 for info. 


Use a Water Stone on Eevee 
to evolve it into Vaporeon, 


Evolves into: 
N/A 


Use a Thunder Stone on 
Eevee to evolve it into 
Jolteon. 


Evolves into: 
N/A 


Use a Fire Stone on Eevee to 
evolve it into Flareon. 


Evolves into: 
N/A 


141 


Kabutops 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
Omastar at Level 40 


143 


Snorlax 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
N/A 


144 


Articuno 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
Kabutops at Level 40 


Trade a Chansey for this 
Pokémon in Route 14. 


Evolves into: 
N/A 


This Pokémon is found in 
Vermilion City. 


Evolves into: 
N/A 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
N/A 


This Pokémon is found on 
Route 45 & in the Dragon's 
Den. 


Evolves into: 
Dragonair at Level 30 


This Pokémon is found on 
Route 45 & in the Dragon’s 
Den 


Evolves into: 
Dragonite at Level 55 


Evolve this Pokémon from 


Evolves into: 
N/A 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
N/A 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
N/A 


You must trade this Pokémon 
in from the Red, Blue ог 
Yellow versions of the game. 


Evolves into: 
N/A 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
N/A 


You must trade this Pokémon 
in from the Red, Blue or 
Yellow versions of the game. 


Evolves into: 
N/A 
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152 
Chikorita 


153 
Bayleef 


Choose this Pokémon at the 
beginning of the game. 


Evolves into: 
Bayleef at Level 16 


157 
Typhlosion 


Evolve this Pokémon from 
Quilava. 


Evolves into: 
N/A 


Evolve this Pokémon from 
Chikorita. 


Evolves into: 
Meganium at Level 32 


154. 


Meganium 


155 
Cyndaquil 


156 


Quilava 


Evolve this Pokémon from 
Bayleef. 


Evolves into: 
N/A 


159 


Croconaw 


Choose this Pokémon at the 
beginning of the game. 


Evolves into: 
Quilava at Level 14 


160 


Feraligatr 


Evolve this Pokémon from 
Cyndaquil. 


Evolves into: 
aTyphlosion at Level 36 


Choose this Pokémon at the 
beginning of the game. 


Evolves into: 
Croconaw at Level 18 


163 


Hoothoot 


Evolve this Pokémon from 
Totodile. 


Evolves into: 
Feraligatr at Level 30 


Evolve this Pokémon from 
Croconaw. 


Evolves into: 
N/A 


This Pokémon is found on 
Route 1. 


Evolves into: 
N/A 


167 
Spinarak 


This Pokémon is found on 
Routes 29 & 30. 


Evolves into: 
Noctowl at Level 20 


This Pokémon is found on 
Routes 43 & 8. 


Evolves into: 
N/A 


Silver players find this 


Pokémon on Routes 30 & 31. 


Evolves into: 
Ledian at Level 18 


170 


Chinchou 


Gold players find this 
Pokémon on Route зо & 31 


Evolves into: 
Ariados at Level 22 
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Gold players find this 
Pokémon on Route 2. 


Evolves into: 
N/A 


Evolve this Pokémon from 
Golbat. 


Evolves into: 
N/A 


This Pokémon is found on 
Routes 40, 20 & 21. 


Evolves into: 
Lanturn at Level 27 


This Pokémon is found on 
Routes 29 & 1. 


Evolves into: 
Furret at Level 15 


Silver players find this 
Pokémon on Route 2. 


Evolves into: 
N/A 


171 


Lanturn 


This Pokémon is found on 
Routes 20 & 21. 


Evolves into: 
N/A 


174 
Igglybuff 


Breed Pikachu/Raichu to get 
this Pokémon. 


Evolves into: 
Pikachu when tamed 


This Pokémon is found in 
grass outside the Ruins of 
Alph. 


Evolves into: 
Xatu at Level 25 


182 


Breed Clefairy/Clefable to get 
this Pokémon. 


Evolves into: 
Clefairy when tamed 


Evolve this Pokémon from 
Natu 


Evolves into: 
N/A 


183 


Breed Jigglypuff/Wigglytuff to 
get this Pokémon. 


Evolves into: 
Jigglypuff when tamed 


Hatch this Pokémon from the 
egg Professor Elm gives you. 


Evolves into: 
Togetic when tamed 


Evolve this Pokémon from 
Togepi. 


Evolves into: 
N/A 


181 


Ampharos 


This Pokémon is found on 


Routes 32 & 42. 


Evolves into: 
Flaaffy at Level 15 


184 


Azumarill 


This Pokémon is found on 
Routes 42 & 43. 


Evolves into: 
Ampharos at Level 30 


185 


Sudowoodo 


Evolve this Pokémon from 
Flaaffy. 


Evolves into: 
N/A 


186 


Politoed 


Evolve this Pokémon from 
Gloom. 


Evolves into: 
N/A 


This Pokémon is found in Mt. 
Mortar. 


Evolves into: 
Azumarill at Level 18 


188 


Skiploom 


Evolve this Pokémon from 
Marill. 


Evolves into: 
N/A 


189 
Jumpluff 


This Pokémon is found on 
Route 36. 


Evolves into: 
N/A 


Evolve this Pokémon from 
Poliwhirl. 


Evolves into: 
N/A 


This Pokémon is found on 
Routes 32 & 33. 


Evolves into: 
Skiploom at Level 18 


This Pokémon is found on 
Route 14. 


Evolves into: 
Jumpluff at Level 27 


Evolve this Pokémon from 
Skiploom 


Evolves into: 
N/A 


Headbutt trees to find this 
Pokémon. 


Evolves into: 
N/A 


This Pokémon is found on 
Route 24 & in the National 
Park. 


Evolves into: 
Sunflora with Sun Stone 
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192 


Sunflora 


195 


Quagsire 


Evolve this Pokémon from 
Sunkern. 


Evolves into: 
N/A 


197 


Umbreon 


This Pokémon is found on 
Route 35. 


Evolves into: 
N/A 


198 


Murkrow 


Eevee evolves into Umbreon 
when it becomes tamed 
during the night. 


Evolves into: 
N/A 


202 
Wobbuffet 


This Pokémon is found on 
Routes 7 & 16 


Evolves into: 
N/A 


203 


Girafarig 


This Pokémon is found on 
Route 32, in Union Cave and 
the Ruinds of Alph 


Evolves into: 
Quagsire at Level 20 


199 
Slowking 


This Pokémon is found on 
Routes 10, 13, in Union Cave 
and the Ruins of Alph. 


Evolves into: 
N/A 


200 


Misdreavus 


196 


Esperon 


Eevee evolves into Esperon 
when it becomes tamed 
during the morning or day. 


Evolves into: 
N/A 


Evolve this Pokémon from 
Slowpoke. 


Evolves into: 
N/A 


This Pokémon is found in Mt. 
Silver. 


Evolves into: 
N/A 


205 


Forretress 


This Pokémon is found in 
Dark Cave. 


Evolves into: 
N/A 


Gold players find this 
Pokémon on Route 45. 


Evolves into: 
N/A 
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This Pokémon is found on 
Route 43. 


Evolves into: 
N/A 


Headbutt trees to find this 
Pokémon. 


Evolves into: 
Forretress at Level 31 


209 
Snubbull 


Evolve this Pokémon from 
Onix. 


Evolves into: 
N/A 


This Pokémon is found on 
Route 38. 


Evolves into: 
Granbull at Level 23 


Evolve this Pokémon from 
Рїпесо. 


Evolves into: 
N/A 


210 
Granbull 


This Pokémon is found in the 
Ruins of Alph. 


Evolves into: 
N/A 


206 


Dunsparce 


This Pokémon is found in 
Dark Cave. 


Evolves into: 
N/A 


211 
Qwilfish 


Evolve this Pokémon from 
Snubbull. 


Evolves into: 
N/A 


This Pokémon is found on 
Route 32. 


Evolves into: 
N/A 


213 
Shuckle 


214. 


Heracross 


215 


216 


Teddiursa 


Evolve this Pokémon from 
Scyther. 


Evolves into: 
N/A 


This Pokémon is given to you 
on Cianwood Island. 


Evolves into: 
N/A 


Headbutt trees to find this 
Pokémon. 


Evolves into: 
N/A 


219 


Magcargo 


This Pokémon is found on 
Route 28. 


Evolves into: 
N/A 


220 


Gold players find this 
Pokémon on Route 28 & in 
Mt. Silver 


Evolves into: 
N/A 


222 


Corsola 


This Pokémon is found on 
Route 17. 


Evolves into: 
Magcargo at Level 38 


Evolve this Pokémon from 
Slugma. 


Evolves into: 
N/A 


This Pokémon is found in Ice 
Path. 


Evolves into: 
Piloswine at Level 33 


Gold players find this 
Pokémon on Route 45 


Evolves into: 
Ursaring at Level зо 


221 


Pilowswine 


Evolve this Pokémon from 
Swinub. 


Evolves into: 
N/A 


This Pokémon is found on 
Route 34, 


Evolves into: 
N/A 


227 


Skarmory 


This Pokémon is found on 
Route 44. 


Evolves into: 
Octillery at Level 25 


228 


Houndour 


Evolve this Pokémon from 
Remoraid. 


Evolves into: 
N/A 


229 


Silver players find this 
Pokémon on Route 45. 


Evolves into: 
N/A 


This Pokémon is found on 
Route 7. 


Evolves into: 
Houndoom at Level 24 


Evolve this Pokémon from 
Houndour. 


Evolves into: 
N/A 


Silver players find this 
Pokémon in Ice Path. 


Evolves into: 
N/A 


230 


Kingdra 


Gold players find this 
Pokémon on Route д1 


Evolves into: 
N/A 


Evolve this Pokémon from 
Seadra. 


Evolves into: 
УМА 


Silver players find this 
Pokémon on Route 45. 


Evolves into: 
Donphan at Level 25 
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234 


Stantler 


235 


Smeargle 


Silver players find this 
Pokémon on Route 28 & in 
Victory Road. 


Evolves into: 
N/A 


237 


Hotmontop 


Evolve this Pokémon from 
Porygon. 


Evolves into: 
N/A 


238 


Smoochum 


This Pokémon is found on 
Route 37. 


Evolves into: 
N/A 


This Pokémon is found in 
grass outside the Ruins of 
Alph 


Evolves into: 
N/A 


Evolves into: 

At level 20, 

Def. > Atk. - Hitmonchan 
Def. « Atk. - Hitmonlee 
Def. = Atk. - Hitmontops 


241 


Miltank 


Evolve this Pokémon from 
Tyrogue. 


Evolves into: 
N/A 


242 


Blissey 


Breed a Jynx to get this 
Pokémon. 


Evolves into: 
Jynx at Level 30 


Breed an Electabuzz to get 
this Pokémon. 


Evolves into: 
Electabuzz at Level 30 


Breed a Magmar to get this 
Pokémon 


Evolves into: 
Magmar at Level 30 


This Pokémon is found on 
Routes 38 & 39. 


Evolves into: 
N/A 


246 


Larvitar 


Evolve this Pokémon from 
Chansey. 


Evolves into: 
N/A 


This Pokémon is found 
randomly roaming the Johto 
countryside. 


Evolves into: 
N/A 


This Pokémon is found 
randomly roaming the Johto 
countryside. 


Evolves into: 
N/A 


This Pokémon is found 
randomly roaming the Johto 
countryside. 


Evolves into: 
N/A 


This Pokémon is found in Mt. 
Silver. 


Evolves into: 
Pupitar at Level 30 


Evolve this Pokémon from 
Larvitar 


Evolves into: 
Tyranitar at Level 55 
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Evolve this Pokémon from 
Pupitar. 


Evolves into: 
N/A 


This Pokémon is found in 
Whirl Island. 


Evolves into: 
N/A 


This Pokémon is found in the 
Tin Tower. 


Evolves into: 
N/A 


This Psychic/Grass-type 
Pokémon is a mystery. No 
one knows how to find it... 


Evolves into: 
N/A 
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"Cmon, do the 


by Doug Erickson 
fishboyo@gte.net 


onkey Kong Country 

was a Solid plat- 

former back in the 

SNES days, and the 
GBC version is no differ- 
ent. Featuring the full 
SNES game, plus a new 
level (Necky Nutmare), 
and a load of fan extras 
(a sticker book and other 
nifty bonuses for those 
with the Game Boy 
Printer), this is one game 
that will absorb on-the- 
go platform fans for 
hours on end. 

Unfortunately, the 
graphics lost a little in 
the translation, and there 
are a few levels that are 
needlessly difficult due 
to character colors blend- 
ing too closely with the 
background (*cough* 
Vulture Culture *cough*). 
This aside, this game is 
one of the more com- 
pelling reasons to owna 
GBC in recent memory 
(that crazy Pokémon phe- 
nomenon notwithstand- 
ing, of course) and one 
title all platforming 
fiends should have in 
their libraries. 

Getting all 100% (and 
more?) is quite a chal- 
lenge and will require 
both quick eyes and 
sharp reflexes. This guide 
doesn’t break out all of 
the many ways to get 
extra bananas in the 
game, but it will nab you 
all the bonus areas and 
the hidden icons, so you 
can open the whole game 
up. Have fun! 
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You'll know when you've found all 
the bonus areas in a level as the title 
for said level will become greyed out. 


Some icons and bonuses will be hov- 


ering over a pit well below your jump 
arc. Roll off the edge to grab it, and 
hit Jump mid-air before you fall. You 
can jump out of a roll at ANY time, 
even if you're falling. 


Hidden items of significance (icons 

and barrels) are ALWAYS concealed 
beneath patches of ground that 

are slightly discolored, and you'll 

need to hit these areas from a 

greatheight to crack 'em open. 

Jumpfrom a ledge, orrollatireand|) — 
bounce onto them to discharge 

their contents. Keep your eyes 

peeled! 


A bizarre bonus game—use the D-pad to lower 
your hook, and A to launch fish into the air. 
When they are in the air, guide them so they 
land in your boat. Try to scoop up multiple fish 
in one pass to score big points and fill your 
“КОМВО” meter. Grab octopi for more time, but 
avoid them when scooping fish, since they don't 
count toward a combo. Later levels feature 
floating bottles —avoid these at all costs, since 
they incur a huge time penalty. Beat 35,326,550 
to declare yourself *better than Doug." 


There are 70 Kremlings to nail here, and if they 
steal too many bananas, it's over. Not too hard. 


Rotate the cursor with the D-pad to shoot 
Kremlings. Shoot a certain number to advance a 
level. After you've "shot" four Kremlings, whack 
Ato clear the center and start shooting again. 


Shoot fast—you need 100 to advance here. 


Shoot 50 Kremlings to advance. Avoid the 
Kongs. 


Now it's tough — plant coconuts in the holes so 
your buddies can walk over them. After two 
coconuts, press A to reload — be sure to remem- 
ber this, as things can get hectic fast. 


DONKEY KONG COUNTRY, STRATEGY 


And you're off! The boards here in the 
first level are ridiculously easy, and pro- 
vide a bountiful source of extra lives. 


* Here, the game 
starts to pick up. 
Be sure to swing 
back on the first 
vine to grab the 
golden rhino. After 
the “О,” drop down the open space to 
land in a barrel and get launched toward 
a bonus room. Right before the end, fall 
into a barrel to go to a “pick a barrel" 
bonus room. Use the tire to bounce into 
the treetops for a cunningly concealed 
Winky icon. ө cranky Cabin: it It's s just Cranky. He's 
— - even more senile than in the SNES out- 


lives here, and 
they're all easy— 
there's а 20Р in 
DK's house, so 

Й climb back up to 
И the left at the 
start of the level 
and claim it. There's another 10Р among 
the trees—use your rolling jump to tra- 
verse the treetops to it from DK's house. 
Keep following the treetops for two more 
balloons: a third 10Р and a green 2UP. 


Both of these latter two float away quickly, : сбора i 
so be fast! Use Rambi to break the first ing, but don't write this old codger off 


wall you encounter to enter a bonus room. yet: In between his apoplectic rants 
At the end of about 3D gaming and multibutton con- 


that , bust : М д Е ALONG J trollers, he'll drop a few hints. Actually, 
dM 5? cm у” go ahead and ship him off to the monkey 
{ ^ d nursing home; after all, you're reading 


next wall to + 2 А 

enter the sec- this guide. Time passes on, Grandpa! 
ond bonus > ; е Candy Kong: Play her bonus game to 
area with a р RC . * aca score one of six gold coins and open up 


red balloon. Extras. 


e Swimmin’ time. 
There's not a 
whole lot of 
secrets here, but 2 
you сап get a few ш 
10Р5 with a little 
effort. Follow 


е This level is 
easy, but it's 
also home to 
a lot of clever- 
ly concealed 
secrets. Ooo. 


* A little timing can pay off big in this 
area. When you're inside a cannon barrel, 
there's no pressure— watch the pattern of 
movement of any enemies in the way 
before you launch your Kong. There's a 
DK barrel at the checkpoint barrel—don't 


Your first banana "arrows" to Enguarde the bust it up right off; instead, carry it to the 
bonus room is Swordfish, whose pointy proboscis will right and hurl it against the next wall you 
immediately make this level a cakewalk. Score all the encounter for a bonus area. Time your 


launch for a 4UP. The second and final 
bonus area is accessible from the last 
horizontal launch barrel — shoot straight 
at the wall instead of into the catch barrel 
to break open a barrel shooting bonus 
area. The best barrel jockeys will score a 
1UP here. 

* Note that the “М” icon is hidden here— 
slap (or stomp, with Diddy) the second 
dark patch of ground you find to uncover 
it— pretty sneaky, Rare! The “G” can be 
accessed with a well-timed rolling jump 
near the end of the level. 


after the “К” : 
icon— bust the wall by сета Ше Багге! 
to the left. Inside is a red balloon, so get 
your monkey hustle on! Next room: 
Bounce on a tire up to a high platform, 
and take a cannon upward to a ping-pong 
bonus area. Last, grab and hold onto a 
barrel after the checkpoint, carry it past 
the snakes down the lower path, and 
throw it at the first wall (it's low) you 
come to to open up the last hidden area. 
Yeah! 

* Near the end, you can bounce off the 
jumping Kremlings to get an Enguarde 
icon. 


bananas, and go as far right as you can 
after the first buddy “ОК” barrel for a red 
monkey balloon. 


055! 
Very Gnawty's Lair 


Gnawty as he may be, he's no trouble for a half-ton of hairy, angry ape 
crashing into his mutant gopher noggin. Jump on his head five times to 
put him out of commission. Every time you hit him, he'll move a little 
faster and his jump attack will go further. If you're having trouble, use 
the roll to get away from him quickly after you land a solid head bop. 
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* It starts out slowly, but this is where the 
game's challenge begins to pick up. The 
“К” icon requires bopping the first vul- 
ture in this level to obtain. There's one 
bonus area, but you need Winky to get it. 
After the checkpoint barrel, bounce off a 
vulture to reach the Winky box. Jump 
straight up (or bounce off of a vulture) to 
reach the bonus area, where you can find 
not only 90+ bananas, but the missing 
“О” icon as well. The “б” icon can be 
reached by bouncing off a moving vulture 
about 3/4 of the way through the level 
(see screenshot). 


* Tough level. If it's frustrating you, go 
LEFT from your starting position, and 
you'll be warped past 3/4 of the level. 
Nice. There are two bonus rooms in this 
level—the first is right after the check- 
point. Grab the barrel, dodge the 
Rockcroc, and hurl it against the wall for 
a barrel-launching bonus area. The sec- 
ond is a short distance beyond; when you 
find a tire, roll it to the left to where the 
line of bananas went upward, and 
bounce yourself up to an invisible bonus 
room. 


Necky's Nuts 


An easy boss— jump on the tire, and start bouncing. When Меску spits 
a nut at you, land on his head. Repeat this five times for a victory and 


passage to the Vine Valley. 
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* No carnage here; well, at least none a little 
honing of the ol' reflexes can't avoid. You'll 
be on a speeding minecart here; time your 
jumps and watch for obstacles. Early on, 
you'll see a red balloon—time your jump 
early so you land on the lower track that 
holds it. 

* Use this level's simplicity and easy-to- 
remember layout to your advantage and 
load up on bananas —there's a goodly 
amount, if you time your jumps right. 

In the end, though, this was a level designed 
purely for novelty and fun than as a poten- 
tial 1UP stockpile. 


* Four secret levels chock-full of surprises. 
The first is easy: Bounce off the tire at the 
starting area to the left up the slope and hop 
in the barrel. The *K" icon is in this area— 
launch straight up the right side to nab it. 
Unlike in the SNES game, a rolling jump. 
from the left ledge will nab you the “О” icon 
(the tire isn't needed). Progress right for a 
short distance, to the first horizontally mov- 
ing millstone. Above it is a launch barrel. Use 
the tire you've hopefully rolled this far to 
bounce up to a RARE room (spell RARE by 
hitting the flashing icons in order) and snag 
an Enguarde icon. The third area can be a bit 
tricky. Grab the next TNT barrel after the next 
millstone and jump over two enemies with it. 
Drop down the pit underneath the next mill- 
stone (it's the fifth in the area) and hurl it at 
the right wall for a green ballon. The fourth 
area isn't really a bonus area, but it can snag 
you a few bananas and Winky. After the 
checkpoint, roll the tire to the ledge with 
millstone and the moving platform, and 
bounce up the ledge above the stone-rolling 
Gnawty. Go right. 


That’s right—monkey society has 
apparently entered into its own 
glorious Industrial Age. 


Rolling tires is your key to getting the 
KONG icons and secrets. To get the “K,” you 
can roll the first tire past a couple Zingers 
and bounce to it, although you can reach it 
with a regular jump if you time it right. 
There’s three bonus areas, here: 1) About 
1/4 of the way into the level, you'll find a 
barrel, and past it, a DK barrel and a pair of 
Zingers over a pit. Run forward to the pit 
and hurl the barrel at the right wall for a 
match room where you can get a 10Р. 2) 
You'll come to a platform moving up and 
down. Putting a tire on the platform allows 
you to bounce up to some serious bananas, 
but if clearing levels is your goal, take the 
down path. Eventually, you'll come to a tire 
that'll bounce you up to a bonus room 
where you can find a Winky crate. 3) The 
last is near the end of the level, after the 
“6” icon: You'll find a moving platform with 
a line of bananas going up, indicating a hid- 
den room. Here, use Winky and jump 
straight up, but the Winky-less can roll a 
nearby tire onto the platform and use it to 
bounce up to a launch area. 
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Level 3 is up. The undergrowth 
is dangerous here. 


Treetop Town 


Vulture Culture 


е 1)Еапу on, you'll come across a tire 
under a vulture. Bop the vulture and push 
the tire to the next cliff. Bounce off it into 
a barrel for a KONG bonus room. 2)The 
“К” is hidden under a discolored patch of 
ground right before the vulture mentioned 
above. Use the same tire to stomp on it 
and reveal the *K." Get used to using 
tires or ledges to hit these patches for 
other items and barrels. 3)Before the con- 
tinue barrel, just past a pair of launch- 
onto-two-vulture exercises, you'll see a 
patch of discolored ground by a left-facing 
wall. Jump off the ledge onto the ground 
to reveal a barrel, and throw it at the wall 
for the second bonus area. 4) The third 
bonus area is about 3/4 of the way into 
the level. You'll see an off-screen vulture 
on an L-shaped cliff throwing nuts at you. 
Bop the vulture, and leap off the cliff to 
the left onto a discolored patch of ground 
to get a barrel. Throw the barrel at the 
left-hand side of the Lto go to a bonus 
area and get the “М” icon. 


е The first half is easy—just make sure bar- 
rels line up before you fire. The second half 
is tougher; there will be three sections 
where you launch yourself into an autofire 
barrel, which then fires into a moving bar- 
rel. In order: For the first set of these, fire 
when the barrel is at the top. For the sec- 
ond, fire when the moving barrel is at the 
left. For the third, fire when the moving bar- 
rel is at bottom. There are two bonus areas: 
First, bounce off the Gnawty (only Diddy'll 
get enough air) at the beginning to reach a 
cannon above the entrance that'll take you 
to a bonus area. If you only have Donkey, 
move forward until you see a left-flying vul- 
ture, and follow it back to the entrance. 
Bounce off it and you'll make it in. The sec- 
ond is after the checkpoint; at the second 
battery of barrel launchers, you'll see a lone 
banana below one of the village structures. 
Fire yourself at it instead of the catch barrel 
to transport to a bonus area, which also 
houses the missing “М” icon at the top of 
the middle banana string. Easy. 


* This one's a little tough, but none of the 
KONG icons are hidden for a change. The 
first bonus area of two is brutally easy— 
on the vine where you can get the “б” 
icon before the end, line yourself up on 
the bottom with an oncoming vulture— 
you won't hit it, but you will be transport- 
ed to a bonus area. The second one is a 
little tougher— grab the barrel at the end, 
and carry it past five of those bouncing 
buggers until you reach a ledge. Drop 
down and throw it at the left wall for a 
hard-earned reward. 


Temple Tempest Orange-Utan Gang Clam City 


е The “М” icon 
is hidden after 
the checkpoint 
before a high 
pinnacle; jump 
Donkey (not 
Diddy) off said 
pinnacle to the 
left and stomp 
on the ground to release it. Bonus areas? 
There's two of 'em. The first is simple— 
don't break the first DK barrel you come 
to; just run, run, run with it to the next pit 
and throw it at the left wall for some vul- 
ture-bopping fun and a chance to get 
Expresso. The second is after the check- 
point, where there's several vines: You'll 
See an arrow of bananas pointing down- 
ward. Heed its call and drop down into 

a bonus area. There's a Rambi icon just 
above the entrance for Diddy, if you 

use him to bounce off the first Gnawty 
you encounter. 


* Grab steel drums and throw them whenev- 
er possible. Expect to spend some time here, 
since it has five bonus areas to ferret out. 
1)When you first grab Expresso, go to where 
you found the first DK barrel, reverse direc- 
tion, and fly beneath the starting point. 
2)Just past the *N" icon and a few vines, use 
Expresso to clear the chasm. Throw the con- 
veniently placed barrel at the right wall to 
open the area. 

3)The last vine before the exit (about 3/4 
through this massive level) marks the spot. A 
nearby pit has a left-hand wall that can be 
broken open with a barrel. Just slightly to the 
right of this area down the pit "steps" is 
another wall, which can be broken (using the 
same barrel from 3) to reveal the area where 
the “б” icon has been hidden. 5)The last 
area is right after the red arrow. You'll see a 
wall that you can use a barrel to break. If 
you've managed to hold onto the one you 
used in 3) and 4), you'll be set. Phew! An 
Enguarde icon can be found after the check- 
point—look for discolored ground to stomp. 


* No bonus areas here, but that doesn't 
mean it's a cakewalk. Watch the clams" 
firing patterns closely. Rushing ahead 
blindly in this level will put an end to your 
ambitions, post-haste. Enguarde is 

a highly recommended ally here. Pas- 
sages on the left walls will lead to him. 


Bumble B. Rumble 


Nail him with a barrel four times to swat this pesky insect. Note that he's 
invulnerable when angry (red) — dodge his up-down motions and have a 
barrel ready when he changes back to yellow. Not too tough, eh? 
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НКЕ КЕН 
| JUNKY. 


* Be careful, 

the ground is 

Slippery here. 

Bounce off 

the trio of vul- 

tures you first 

encounter to 

nab a 1UP 

balloon. Wait 3 

for the first vulture you en 

near the entrance, and bounce off of him 
to reach a hidden launch barrel to a 
bonus area. Just after this, you can 
bounce off a trio of vultures for an easy 
1UP. The second of these three other 
bonus areas lies to the left of the check- 
point barrel. Toddle backward from where 
you were launched and jump into this 
low-slung barrel to go to the bonus area. 
Launch up the middle of the bonus room 
to snag the coveted “О” icon. The other 
bonus area can be tricky—it's a ways 
past the checkpoint and requires you hit- 
ting a launch barrel positioned low on the 
screen beneath a Zinger and a trio of 
bananas. The third bonus area isn't as 
obvious. Fall down at the first chasm and 
do a little platforming to the launch bar- 
rel (it's almost directly below the “М” 
icon. The *G" icon is obtained by firing a 
rotating launch barrel downward, at 
about 2/3 through the level, at the sec- 
ond major chasm past the checkpoint. 
Aim the third low-slung barrel downward 
(you should briefly see a barrel below it) 
and launch for not only the *G" icon, but 
a quick trip through the level! 


* Like the previous water levels, there's 
no bonus areas here. You'll have to move 
fast when the Croctopi start rolling after 
you. If you find a wall recess you can hide 
him and let him pass. The “О” icon is 
tough to find. After nabbing the *K" and 
before the checkpoint, there's a fake 
“wall” on the right you can pass through 
to find it. 


* Thanks to the 

small screen of 

the Game Boy, 

this level is defi- 

nitely more frus- 

trating for com- 

pletists than its ` 

SNES brother. i Рай 

The icy vines scroll the screen а tad faster 
than one would like, and a little memoriza- 
tion may be required. The first bonus area 
(of three) is easy enough. Bounce off an 
enemy onto the first *upward" frozen vine, 
slide up it, and jump into the entrance at 
the top of the left-side wall. If you're in a 
hurry, you can skip a hefty chunk of the 
level (over half) by jumping into a barrel 
just above the entrance here (see screen- 
shot). The second bonus area is available 
from the left-side wall of the first “down- 
ward" vine. Slide down it halfway and grab 
a barrel on the ledge to the right. Jump 
down to the bottom and throw it against 
the left-side wall to reveal a bonus room 
entrance. The last area is just past the 
checkpoint barrel, accessible from a launch 
barrel at the top of the third vine in an obvi- 
ous cluster of four. Watch the Zingers, here! 


eThisisa 

pretty weenie 

level, com- 

pared to the 

last four. The 
É first bonus 


area (of two) is 


available to 

the right of the 
checkpoint barrel. Grab the plain barrel 
next to it and throw it against the first 
right-hand wall in a pit immediately to 
the right of said checkpoint to reveal a 
hidden entrance. The second one is also 
pretty obvious. Near the exit, by a spin- 
ning wheel, you'll find a barrel. Grab the 
barrel, leap the wheel, and throw it at the 
next left-side wall you encounter to make 
an entrance. 


BOSS! 


Really Gnawty Rampage 

It's Very Gnawty's brother with an equally pun-ful name (ouch), Really 
Gnawty. Same tactics as before—bop him on the head five times. 
Unlike his brother, Really Gnawty also moves Really Fast after he gets 
bopped; when he's in his recovery pose and about to leap, roll at him 
so that you get clear and can position your next attack. He should go 
down with only a few tries. 


18 POCKET GAMES 


Well, that was grueling—now 
it's time to tackle Level 4. 


* Go immediate- 

ly left at the start 

ofthe level and 

do a rolling jump. 

to get the “К” 

icon and score d 
the aid of 4 
Expresso. The b Ret 18 
first bonus area is much easier to get with 
Expresso. The launch barrel to it lies on top 
of a high ledge just past a flock of vultures 
in the beginning. If you lack Expresso, 
bounce off the vultures to reach it. This'll 
definitely take a couple (or more) tries, 
though. Expresso is also a plus when get- 
ting the second and final bonus area: From 
the part of the level with the steel barrel, fly 
right until you find a launch barrel. Here lies 
the missing “М” icon as well. If you are 
ostrich-free at this juncture, bone up on your 
jumping skills and dodge the Klaptraps, 
keeping your eyes open for the rather high 
and long jump you'll need to make to reach 
the ledge and the launch barrel. 


* Hope you practiced your roll-off-edge-and- 
hit-jump-to-escape technique, because 
you'll need it to nab those pesky *O" and 
“С” icons. The first bonus area, available by. 
falling down onto the launcher barrel 
between two bounce tires in the second 
chasm you encounter, will snag you Winky, 
who's a lifesaver for the rest of the level, 
since he can knock out Zingers. If you miss 
this area, be prepared for some excruciating 
exercises in timing. Remember, holding 
down the A-button (jump) while on the tires 
will ensure consistent bounce. The second 
bonus area is near the end, past the arrow 
sign. There will be a series of three moving 
tires—get on the highest (the second one) 
and bounce up 
into the lone 
banana to enter 
a hidden barrel 
launcher and 
gain access to 
the second 
bonus area. 
Tired yet? 


DONKEY KONG COUNTR 


\ 


е Пе grey 
panels on the 
floor conceal 
TNT barrels 
needed to get 
to secrets and 
bonus areas. 
For the first 
one, jump on 
the first podi- 
um you encounter, and jump to the left to. 
grab the rope. Move all the way to the left 
on it, and jump onto the floor panel to 
reveal a TNT barrel. Throw it at the oil 
drum embedded in the floor to the right 
ofthe podium and drop down the crack 
for a bonus area. The second entrance to 
a bonus area is on the left-facing side of a 
huge wall immediately after the *K" icon. 
Jump atop it to nab a barrel and fall back 
down to the left. Throw it and BOOM!: 
bonus area! The third one is easiest with 
Diddy, since he carries barrels in front of 
him. Switch to him in the previous bonus 
area, and match ONLY SINGLE BANANAS 
in the game to score a barrel. Run with 
the barrel and jump into the right wall to 
open the entrance. Cunning, no? This 
bonus level will net you six— that's right, 
Six— lives if you spell DONKEY, KONG and 
COUNTRY. The fourth and final area is 
accessible from the right-facing wall 
underneath the very first flaming oil drum 
you encounter. Grab the barrel behind the 
orangutan hurling barrels, jump down into 
the pit, and smash the wall. 


* No bonus areas here, sorry. Explore thor- 
oughly to find all of the *KONG" icons. 


Boss Dumb Drum 


You MUST have Donkey Kong to beat this strange foe. An angry steel canister, Dumb Drum will shake ene- 


 Minecart Madness 


[| 


КЕЕМЕОС. 
INDUSTRIES 


* When bouncing on tires to clear a large 
chasm, tap in the direction you want to 
move as you fall toward the tire to get the 
clearance you need. There are three bonus 
rooms in this level that you'll want to find: 
1)The first bonus area is right before the 
checkpoint barrel, under the platform imme- 
diately to the left. You'll have to use a rolling 
jump to score it as you approach. 2)The sec- 
ond barrel is a short distance after the 
checkpoint. As you approach a small 
dropoff, you'll see a Zinger and two 
Gnawtys. Jump onto the Gnawtys' platform, 
and then to the right into a barrel. 3) The 
last bonus room is right before the exit, 
beneath the 
barrel-tossing 
orangutan. Just 
fall off the edge 
after him and 
land in it. This 
is the hardest 
level in the 
game. 


* Another three bonus rooms await your 
investigation in this mine cart level; here 
they are, in order: 1)If you take the high 
path via rope (see screenshot), you'll 
(barely) see a barrel up off of the screen 
in a clear space in the line of bananas. 
Jump straight up into it and score a red 
balloon. 2)After the series of jumps 
where the N icon is, you'll come to a cliff 
of sorts; jump off it and bounce off the 
conveniently located tire into a launch 
barrel. 3)This one looks obvious, but it's 
hard to get to—there's a launch barrel 
clearly visible under the big peak before 
the exit. The easiest method is to roll 
jump from M 

the left edge 
of the exit 
ramp onto 
the tires and 
bounce to it. 
This one'll 
take you a 
few tries, 
for certain. 


mies into the area—stomp them ASAP! The second-to-last foe dropped is the fat alligator enemy only 


Donkey can crush, and the last is a pair of armadillos. When the drum tries to smoosh you, start rolling 


away —since he roughly targets the last area you were in, you'll be able to get away from him quickly. 
After you've bopped the armadillos, Dumb Drum becomes Dead Drum. Hooray! 


' STRATEGY 


Believe it or not, things get a bit 
easier. Time to go to work on Level 5. 


* Timing is everything in the elevator por- 
tion of this level, and you MUST use rolling 
jumps to pass the very end portion. If you 
are having trouble making a jump, roll off 
the edge of the ledge or elevator you are on 
to get that extra distance, and then jump. 
Like the previous level, you can find three 
bonus rooms in this area: 1)The first can be 
reached by doing a rolling jump off the 
ledge immediately to the right of the 
entrance. Spell “KONG” to win! 2)The sec- 
ond bonus area can be found above and to 
the right of the second set of vines with 
moving Zingers— stay to the top, and then 
leap into the barrel. 3)The third area is 
easy—take the down elevator before the 
exit almost all of the way to the bottom. 
You'll see an entrance on the right to the 
bonus room. The “М” icon is a fair jaunt 
past the checkpoint, past a muscled alliga- 
tor fellow where it appears that you have to 
long jump to a couple elevators. Drop down 
and hug the left edge to land on an out- 
cropping where the *N" icon is hidden. 


е There are two 
secret levels 
here: The first is 
located just 
after the check- 
point barrel, 
underneath the 
last falling plat- 
form in the 
group of four. 
Stand still and don't panic as it descends; 
you'll land in a launch barrel. Shoot up-right 
diagonally to score the “М” icon. The other 
bonus area is pretty tricky; hope you've found 
a steel barrel before! You'll see the needed 
steel barrel after being warped from the first 
bonus area. Grab it and hurl it toward the 
nearest left-side wall. Now jump on it and ride 
it all the way to the exit! Yee-haw! You'll 
bounce off the exit and crash into the wall just 
before it, catapulting yourself into a bonus 
area to the left. Scary! The missing *O" icon 
can be found by bouncing off of the tire right 
before the checkpoint barrel, onto the discol- 
ored ground on the platform nearby. 


TL 


Tanked Up Trouble | 


* This looks like Trick Track Trek, but with 
a key difference— your platform needs 
fuel to continue. Although you can miss a 
fuel barrel here and there before the 
checkpoint, you MUST collect all of them 
after the checkpoint, or you'll never make 
it. Timing and rolling jumps are the order 
of the day, here. For the sole bonus area, 
when you reach the first vertical section 
of track, jump straight up off the platform 
and follow the track down into a hidden 
bonus entrance. 


CHIMP 


Manic Mincers 


e This is a pretty straightforward level, 
although there's a few nasty jumps. The 
first bonus area is right after the check- 
point barrel, at the bottom of the large pit 
with a muscley alligator fellow in it. Grab 
the Rambi crate before it, fall down into 
the pit, and ram the right wall to reveal 
the hidden area (you can also use a bar- 
rel). Crush the Klaptraps inside multiple 
times for a 10Р. The “6” icon is па 
bonus area that's pretty easy to find: 3/4 
of the way past the checkpoint, you'll see 
a hill with a DK barrel and a TNT barrel, 
with an open entrance. Go in and do 
some platforming to snag the “G” and 
get your 10Р. The last bonus area is a 
real challenge, since it requires a barrel 
and can cause you to lose said barrel 
rather easily. You see, it’s in the pit 
before the exit that has two of the min- 
cers (spiked wheels) hovering stacked 
above it. You can get a DK and/or a TNT 
barrel on the hill near the entrance to 
where you found the “G” icon—just carry 
it out, position yourself, and hurl it at the 
right-side wall of the pit. 


B Меску Nutmare 


LEVEL SIX 


Misty Mine 


* Use the pro- 

vided TNT to 

blow up the bar- 

rels spawning 

monsters. Right 

after the check- 

point barrel, 

you'll see a vine 

extending a 

ways down- 

ward. Shimmy all the way to the bottom, 
through the DK barrel. When the vine 
stops moving, you'll be transported to a 
bonus area where you can find all of the 
missing *KONG" icons—take the high 
path, then the low, then the high, and the 
low path again to score all four. The sec- 
ond bonus area is a bit before the exit, 
and requires smashing a right-side wall 
with a barrel. The easiest barrel to bring 
is still a bit of a pain to transport—it's the 
TNT barrel a couple screens back, just 
past the tire bounce over a high wall with 


ОД an alligator-spawning barrel. 


е Wow—an 
original new 
level for the 
GBC! It may 
look a bit bland, 
but it's still a 
reasonably 
challenging 
jaunt. The sole bonus area is easy to 
miss: The entrance is a barrel above and 
to the left of the first armadillo-dispens- 
ing barrel you encounter. Spell *DIDDY" 
for a blue balloon! After the checkpoint, 
the *N" icon may look impossible to 
obtain, but simply fall down with the plat- 
form through the icon, and you'll be 
miraculously spit out from the abyss onto 
the other side. 

The “6” is in the deep pit before the 
arrow signpost, with a vulture flying 

over it. Jump into the pit and use your 
rolling jump at the bottom to score this 
hidden icon. 


In each of the special areas you visit when collecting three 
| of an animal icon, there is a mega-icon that will double the 
amount of icons you've already collected. This allows you 

to score over six lives in a single visit, if you time it right. 


1)Enguarde | This is the easiest. Swim straight down from your starting area 
h an invisible wall at the bottom and nab it. 

Also easy. Run all the way to the right, climb the far wall up 

off the screen, and continue to the right. 

This one can be tough. Jump above the entrance and go as high 


2)Expresso 


3)Rambi 


as you can, and then head right as far as you can, sticking to the 
over the right wall, and voilá! A mega-icon. 
Go as far left and up as possible, and jump over the far left wall. 


* Loopy? Well, not on the GBC version— 
unless lighting is bad, the GBC's lack 
of dramatic lighting effects causes some 
ofthe challenge to be lost. The first 
bonus area is pretty simple—in the first 
chasm you'll encounter after starting the 
level, you'll see that ever-so-subtle indi- 
cator of off-screen secrets: a string of 
bananas pointing downward. You know 
what to do: Leap into the pit and fall 
straight down on top of the bananas to 
hit a hidden launch barrel. Time your 
blasts in this secret area to nab the “К” 
icon. The last room involves a little bar- 
rel-hauling; after the checkpoint and 
before the first nut-spitting vulture, grab 
a barrel and haul it over the mini-gators, 
past the vulture and down the slope to 
the first significant right-side wall. Hurl 
the barrel at it to reveal the bonus area 
where the “М” icon is. 


D 


Platform Perils 


* The first bonus room in this moderate- 
ly challenging level looks obvious, until 
you address exactly how you're going to 
get to it. The launch barrel to it is right 
under the entrance platform, but there's 
no way of getting down there! Or is 
there? Right below the moving platform 
down off the screen, is another moving 
platform that’ll take you to it. Jump to 
the left off the visible moving platform 
and land on it. It's right where the first 
one started, only lower. The second 
bonus area is the same, only on the far 
side of the level beneath the exit plat- 
form. Take a rolling jump from the last 
moving platform you were on when it 
passes below the exit ramp and land on 
the little platform leading to it. That's 
it—only the percentages gained from 
defeating King K. Rool and his boss 
“level” (if you can call it that) remain. 


CHIMP 


ч 


Given their big eyes, it's 
not hard to see why 

people think The Powerpuff 
Girls are designed in the 
Japanese style of anima- 
tion called anime, but the 
girls' creator gives artist 
Margaret Keane credit for 
much of his inspiration. 


Get ready—America's newest all-girl crime fighting 
team is ready for battle on Game Boy Color! 


Created in the lab by Professor Utonium, they were supposed to 
be the perfect little girls. The professor used all the right ingredi- 
ents—sugar, spice and everything nice, but when the mysterious 
Chemical X got into the mix by mistake, a remarkable explosion 
ripped though the lab, and The Powerpuff Girls were born. 

Now, only a couple of years after their explosive debut, 
Blossom, Bubbles and Buttercup have their own TV show on 
Cartoon Network, plus an airplane, music CD, Web site, magazine, 
complete toy and novelty clothing line, movie deal, DVDs and three 
soon-to-be-released Game Boy video games. Not bad, considering 
The Powerpuff Girls are still in kindergarten and have a seven 
o'clock bed time. 

However, don't underestimate these Townsville cuties. Even 
though they're lovable and small, they can open up a can of 
whoopass faster than Superman, Wonder Woman or Lara Croft. 

In fact, according to the Powerpuff Girls' creator, Craig McCracken, 
the first name for his colorful crime-fighting trio was The Whoopass 
Girls. 

“Ме recorded the first short with the name Whoopass Girls, 
so for a while | thought | was gonna get away with it," said 
McCracken. “I’m not sure who objected to it first. | think broadcast 
affiliates said they wouldn't run some kids' show with the A-word in 
it. | wasn't surprised though.” 

McCracken created the girls for a short film he made while 
studying character animation at the California Institute of the Arts. 
He sat on the film until a few years later, when he was working on 
Hanna-Barbera’s Dexter’s Laboratory, seen on Cartoon Network. 
McCracken caught wind the bigwigs were looking for new cartoon 
ideas so he submitted the student film featuring his pie-eyed cuties. 
They loved it and ordered a new short cartoon be made. 

With a wave of McCracken's pen, America’s newest, most color- 
ful superheroes were born. Set in a city called Townsville, The 
Powerpuff Girls live with their creator, Professor Utonium, who loves 
and cares for them in an ultra-geek 1950s fatherly kind of way. In 


By Michael Stassus 


turn, they attend Pokey Oaks Kindergarten and serve a bumbling 
mayor who beckons them a la Batman when trouble erupts via the 
nauseatingly cute Powerpuff Line. 

“One thing I’m realizing when we look at the show is all the men 
are idiots. The Professor is nice and a good dad, but he's 
pretty dumb. Most of the villains are male, and they're just angry 
and vicious, and the mayor's a complete fool," McCracken said. 
“Then all the women are pretty positive images. So it accidentally 
turned out that most of the girls are positive role models. | don't 
know if it's just funnier to make guys stupid, or it's something | 
relate to more." 

At first glance, it's easy to dismiss The Powerpuff Girls as a cute 
Pokémon or Japanimation wanna-be cartoon, especially because of 
the merchandising. But go a little deeper and you'll soon see that 
despite the Powerpuff Girls’ simple personalities, each one has her 
own unique vision of the world. 

If you want to get real philosophical here, the trio form a colorful 
version of Freud's theory of personality. First, we have the ID, or 
Buttercup, the green one, who is feisty as a firecracker and always 
ready for a fight. On the other end of the scale is Bubbles, the Super 
Ego, who is sweet and kind, who likes to pet bunnies and never 


Heroes 
and Villains 


Every superhero tale has a support- 
ing cast of good and bad guys who 
populate the city they protect. 
Here's the rundown on Townsville. 


He created the Powerpuff Girls in his lab- 
oratory, so technically he is their daddy. 
While he does not always offer them the 
best advice, he loves them, and worries 
to death about their safety when they get 
into a fight. 


The May ei 

Describe the Mayor i sd one word? 
Bumbling idiot. Oh, that's two words, 
huh? Although lovable, he is really in 
over his head as the leader of Townsville. 
It's a good thing he has a direct phone 
line to The Powerpuff Girls when things 
get rough. 


(Mise Bella 


At first glance, people dismiss the 
Mayor's assistant Ms. Bellum as just 
another skirt. It's easy to do, considering 
all we ever see of her are her legs, chest 
or hair. Truth be told however, Ms. Bellum 
runs Townsville and without her the 
mayor would be lost. 


Mao Keane 


Ms. Keane is the Powerpuff Girls’ 
kindergarten teacher at Pokey Oaks 
Elementary school. Her name no doubt 
is a nod to McCracken's inspiration, 
Margaret Keane. 


wants to hurt anyone. Finally, in the 

middle is Blossom, who as the Ego, 

is the voice of reason and the leader 
of The Powerpuff Girls. 

At some point in each episode, 
the girls tangle with outrageous 
villains and hideous monsters, who 
are no doubt straight out of 
McCracken’s collective unconscious. 
When the bizarre techo music and 
hepcat drumbeat begin, the girls 
energize like pixies on plutonium 
(or Chemical X), leaving brightly col- 
ored trails behind them. It's then 
that they're ready to engage their 
foes in elaborate battle sequences 
straight out of The Matrix or some 
bad chop-socky movie. No doubt, 
these glorious action sequences 


Buttercup learns the virtues of tak- 
ing a bath the hard way when her 
adversaries refuse to fight with her 
because she stinks so bad. In 
another show, Blossom learns 
about the danger of an absolute 
rule when she must decide to use 
her special ice breath powers (for- 
bidden by Professor Utonium) to 
ease the suffering of her kinder- 
garten classmates who are baking 
to death in the hot sun. 

“Ме never begin with a mes- 
sage. If one creeps in and it can 
keep quiet, and doesn't get in the 
way, we'll let it stay," said 
McCracken. “Ме try to develop the 
shows so they each give you anoth- 
er perspective into the girls’ world, 


While all of the games use the 
same engine, each of the three 
games has a different focus. 
"Buttercup likes to solve problems 
by hitting first and asking questions 
later, and therefore Paint the 
Townsville Green has more of an 
action slant," explained Morici. 
“Bubbles loves everybody and 
everything, so Battle Him! leans 
toward her searching for and rescu- 
ing the citizens of Townsville." 

He continued, "Finally, Blossom is 
the leader and the smartest of the 
girls and so Bad Mojo Jojo is more 
of an equal balance of the two 
game types." 

The first game in the series is 
Bad Mojo Jojo, which should be in 


“Dumb adults, who think kids don’t 


understand anything 1 ph Шу dumb 


kids who didnt und thing.” 


Powerpuff Girls can Craig McCracken 


keep the boys in the audience glued 
to the TV, but the bulk of the plot 
always focuses on the gals. Their 
individual personality traits are 
used to explore the psychological 
aspects of being a little girl growing 
up in a superhero’s body. 

“We essentially make the show 
for ourselves, we try to make the 
kind of cartoon we'd like to see. 

It's watched by all ages; boys, girls, 
teens, adults all seem to be finding 
something in the show that appeals 
to them. This was my intention in 
the first place—to make a show 
that can work on different levels for 
different audiences," McCracken 
said. 

More often than not, this formu- 
la results in a TV show with a mes- 
sage. During one episode, 


which hopefully gives their universe 
more dimension." 

Three different Powerpuff Girls 
translates into three different Game 
Boy Color games for Bay Area 
Multimedia, or BAM!, the 
publishers who are bringing the car- 
toon to the handheld video gaming 
world. 

"One of the reasons for The 
Powerpuff Girls’ popularity is that 
each of the girls has her own indi- 
vidual personality and we found 
that fans of the series tend to relate 
to their favorite character,” said Joe 
Morici, vice president of sales and 
marketing at Bam! Entertainment. 
“So we thought it would be great if 
we could design games that 
brought out each of their unique 
personalities.” 


stores by the time you read this 
story. Essentially, the game is a 
giant scavenger hunt with Blossom 
looking for trading cards, Chemical 
X bottles and many other useful 
items that enhance her powers. 
Blossom must also rescue various 
citizens of Townsville and battle bad 
guys, including “boss” characters, 
Princess, Roach Coach and the 
dreaded Mojo Jojo. 

Game controls are pretty basic. 
You use the directional pad to con- 
trol Blossom’s movement left and 
right, while moving the pad up will 
make her fly. There are many levels 
where flying helps you get where 
you need to go faster and is the 
only way to get a hidden item you 
need. Of course, just to keep 
Blossom on her toes, BAM! limited 


The Powerpuff Girls attack the music biz 


What's DEVO band leader Mark 
Mothersbaugh doing recording a 
song about The Powerpuff Girls? 
At first, the connection between 
punk music and a children’s TV 
show doesn’t quite jive. But 
Mothersbaugh wrote music for 


Pee-wee's Playhouse and composed 


the theme song to Rugrats on the 
Nickelodeon cable channel, so the 
connection is loud and clear. 
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to do with The Powerpuff Girls. The best 
way | can put it is this: 1 love these 
bands, and listening to their music 
inspires my own work. Hearing their 
sounds gives me ideas, which my hand 
draws, and then, after a long and dan- 
gerous journey through the cartoon- 
makin' machine, it ends up on your TV." 
In addition to DEVO, the disc fea- 
tures songs written and performed by 
Frank Black, Apples in Stereo and the 


Heroes and Villains (Rhino Records) is not a tradi- 
tional TV show soundtrack; instead, it's a collection of 
bands hand-picked by the show's creator, Craig 
McCracken, who were told to write songs inspired by 
Characters from the series. 

In the disc's liner notes, McCracken explains it like 
this, “So I bet you are wondering what this album has 


Sugarplastics. All of the songs are a cool mixture of 
"805 new wave, punk or bubble-gum power pop, 

which is no surprise given the musical repertoire of the 
bands selected. The tunes are tied together with bits of 
dialogue, so all the tracks work together to tell a 
Powerpuff Girls story of sorts. 

WWW.RHINO.COM (SEARCH FOR POWERPUFF GIRLS) 


Girls. She wears a beautiful bow on the 
back of her head to let everyone know she's 
in charge. Her main strength is her keen 
mind which she uses to reason and solve 


problems. If she can think her way out ofa — . 


jam, she will, rather than fight, but 
push comes to shove she is ready for battle. 


Her special ability is ice breath, which she _ 


can use to stop enemies in their tracks. — 


B. г Mojo Лол 
Starring: Blossom 
Special Attack: Ice Breath 
Release Date: Now 
Villains: Blossom fights 
Mojo Jojo, Roach Coach 
and Princess. Look for a. 
special appearance from 
the *George Jetson" dude 
sometimes on the show. 


99 xz QUOQe 


All about The Powerpuff Girls 


Blossom is the leader of the Powerpuff 


Buttercup is the tomboy of the trio. She 
has a feisty disposition and is always ready 
for action. Protecting Townsville is a big job 
and Buttercup is ready to fight for it even if 
she gets dirty or ruins her clothes. In fact, 
during one episode, she was having so 
much fun fighting with bad guys, she 
refused to take a bath. Buttercup finally 
gave in when no one would battle her any- 
more because of her stench. 


Her Trading Card 


All About Her Game 


Paint the 
Townsville Green 


Starring: Buttercup 
Special Attack: Fiery Vision 
Release Date: Nov. 30, 2000 
Villains: Blossom 
battles Mojo Jojo, 
Roach Coach and 
Princess. Expect lots 
of action and more 
fighting in this game. 


#2 QOO SOT 


Bubbles is the cutest Powerpuff Girl. She 
talks in a really high squeaky voice, loves 
animals, nature, and sometimes has to fight 
her tendency to be nice to bad guys. Of the 
three, Bubbles is the only one who acts most 
like a kindergarten-aged little girl. As far as 
we know, her special skills include talking to 
squirrels and speaking Spanish. Don't under- 
estimate Bubbles due to her cuteness and 
gentle disposition. 


Ваше Him 


Starring: Bubbles 
Special Attack: Sonic Scream 
Release Date: Jan. 16, 2001 
Villains: Bubbles battles 
Him, Seduca and 

Mr. Mime. At press time 

it is still uncertain 
whether Bubbles will be 
able to talk to squirrels. 
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Heroes 
and Villains 


Mojo Jojo is the Powerpuff Girls’ worst 
enemy. You see, Mojo Jojo was once just 
Jojo, the professor’s faithful lab assistant. 
During the explosion that created The 
Powerpuff Girls, Jojo got chemical X on 
his head, which made his brain grow and 
burst out of his skull. The professor 
ignored Jojo in favor of his three new 
cuties. Scorned, Jojo left the lab and 
became Mojo Jojo, a monkey obsessed 
with extremely long explanations and 
getting rid of the Powerpuff Girls. 


Purely evil and highly androgynous, it’s 
hard to exactly put a finger on what's up 
with Him. We do know, Him is a fabulous 
dresser, and likes to stay fit and trim 
when not bent on destroying the girls. 


Ace, Lil Arturo, Grubber, Snake and Big 
Billy, collectively known as the Gangreen 
Gang. More of a nuisance than a real 
threat to Townsville, the Gangreen Gang 
spend their time making crank calls and 
painting graffiti on city buildings. 


Think Veruca Salt from Willy Wonka 
and the Chocolate Factory. Princess 
wants to be a superhero and will use 
her daddy’s money to buy her way in 
anyway she can. 
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the amount of time you can fly 
before Blossom needs to land and 
recharge. When Blossom runs out of 
flight power, she falls back to the 
ground and begins recharging. Be 
careful, though, because on some 
levels, especially The Skies of 
Townsville, a hidden level, running 
out of flight power in the wrong 
place can cause Blossom to fall to. 
her death. 

When you aren't flying and 
exploring, you'll be fighting ene- 
mies. Blossom has two main kinds 
of attacks. Pushing the "A" button 
gives her a punch attack; holding it 
down makes her alternate between 
punching and kicking. Special 
power attacks may be activated by 
pushing the “В” button. Blossom's 
special “ice breath” attack can be 
launched in any direction using the 
directional pad while pushing “В” 
and will freeze enemies for a few 
moments. Be careful not to use this 
too much, as it costs a vial of 
Chemical X for each attack. 
Although there are many vials of 
Chemical X hidden in all the levels, 
it blows not having “ice breath” 
when you really need it. 

In addition to Blossom’s basic 
and special attacks, you can sum- 
mon each of the other girls for a 
super attack by pushing the select 
button. After you push Select, you 
will get a sub-menu and you can 
decide which girl you want to help, 
including Blossom. However, you 
must have collected the Powerpuff 
Hotline icons for each of the girls 
before you can use them. 

Each level in the game has two 
objectives, the primary, which is 
usually rescuing one of the show’s 
characters by defeating the level 
boss, and secondary, which consists 
of collecting all the trading cards, 
power-ups and other hidden items 
in the game. You may complete a 
level without finding all of the items, 
but you will need to finish at the 100 


PPG оп DUD! 


Sure, Cartoon Network has an 
occasional Powerpuff Girls 
marathon, but why bother 
when you can have the very 
same thing on DVD in your 
own living room. Just 
released — The Powerpuff 
Girls: Down and Dirty and 
Powerpuff Bluff ($19.95 
each). Rather than skimp on 
the goods, Cartoon Network 
and Warner Home Video have 
packed 10 episodes on each 
disc, which is more than an 
hour and a half of puffy 
goodness. Both discs feature 
Web links and flash-based 
video games when played on 
a personal computer. 
Watching The Powerpuff Girls 
on TV, it is easy to overlook 
the musical direction of the 
show, which sounds simply 
fantastic on these DVDs. 
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percent level if you want to unlock 
some of the bonus stuff. Make sure 
not to run past any of the enemies, 
as defeating them counts like col- 
lecting an item and ensures you 
fully complete a level. When you fin- 
ish the game, you will get a pass- 
code which will unlock secrets for 
the next game in the series. 

Another interesting aspect of all 
three games is the inclusion of a 
trading card system. Each of the 
titles has 12 trading cards hidden 
throughout the levels, and there are 
a total of 36 cards you can collect 
across all three games. You can then 
use the Game Boy Game Link cable 
to trade the cards back and forth 
among the three games. 

All of the trading cards can be 
found in fixed locations but BAM! 
also assigned special pass codes to 
various national chain stores like 
Target, Best Buy, Sears, Toys ‘R’ Us, 
Electronics Boutique, Circuit City, 
FuncoLand, Babbages, Software Etc. 
and GameStop. Stop by any of 
these stores, and people in the 
game department should be able to 
direct you to their special code. 
Codes will also air on the Powerpuff 
Girls TV show and be available on 
www.cartoonnetwork.com. The 
codes may unlock a trading card, 
enable a special cheat, or give you 
access to a hidden level. Remember, 
each game in the series has eight 
levels,three of which are hidden, so 
you will need to tack down some of 
these codes to play the entire game. 
Some of the cheats let you play as 
the other Powerpuff Girls, give 
unlimited flight, lives, invincibility 
and so on. Secret codes cannot be 
traded via the Link Cable, but once 
you activate a cheat code, the bat- 
tery backup in the game pack 
ensures you do not have to enter 
the code again. In the end, where's 
the real scavenger hunt? Is it in the 
game or hunting around the Net or 
in stores to gather all the codes? 


Up, up, and away with The Powerpuff Girls 


If you're like 
Princess, and want to fly 
with The Powerpuff 
Girls, Delta Express may 
be able to help you out. 
Next time you travel to 
or from Florida on Delta 
Express, ask your ticket 
agent if the Powerpuff 


plane is available. Now, they are going to think you 
are a little strange, but we were polite when we 
called, and eventually Delta Express was able to 
track it down. When you call, make sure you pretend 
the ticket agent is like the cop who pulls you over 
for a traffic ticket, and use the words “please” and 


“thank you” generously. 


“There is only one plane, so we can’t guarantee 


the routes on which the 


А | plane flies. Because of 


our structure, I can tell 
you that it flies between 
the Midwest or Northeast 
to Florida.” said Stacy 
Geagan of Delta Airlines. 
“Because 60% of our 
flights are in Orlando, it’s 


most often seen at McKoy.” 

The Powerpuff Plane, a Boeing 737-200, will fly 
until December 2001, so you still have over a year to 
track it down. For all the specs and a real cool 
3D look at the plane, follow this link to Cartoon 
Network's Web page. 


Meel i 


Not the professor, the guy who draws them, Craig McCracken 


The Powerpuff Girls are supposedly made of 
sugar, spice and everything nice (with a splash 
of Chemical X), but the truth is, they come from 
the imagination of Craig McCracken, a 29-year- 
old Californian who was just looking to draw 
something cute. 


Did you always know you wanted to be 

an animator? 

Craig: | started drawing when I was 3, charac- 
ters like Underdog and Superman. Then | turned 
7, and it was all Star Wars after that. At first, | 
just wanted to draw, but then | realized | really 
wanted to make films. The pictures | was draw- 
ing were trying to show action, and | imagined 
the characters with specific voices. 


So just how were the Powerpuff Girls 
created? 

| made a three-minute short about the 
Whoopass Girls. They were basically the same 
as the Powerpuff Girls, except | didn’t really go 
into developing each character, because it was 
so short. The only difference now is that they 
look a lot better. | can draw better now than | 
could in college. | did fine then, but when | look 
back at them, they look sickly to me. 


And why do the girls look like they do now? 
| basically took their look from the paintings 
of Margaret Keane, who drew little kids with 
big eyes—the paintings were really popular in 
the "705. 


Did Japanese animation influence you at all? 
Everyone seems to think that The Powerpuff 
Girls is a huge homage to anime, but I’ve really 
seen very little anime. Certain things are influ- 
enced. For good writing, you check out Jay Ward 
cartoons [The Bullwinkle and Rocky Show), for 
design, you go to UPA [United Productions of 
America, including Mr. Magoo] and early Hanna- 
Barbera cartoons [like Huckleberry Hound, Yogi 
Bear, and Pixie and Dixie] and for action, you go 
to anime. The Japanese do it best. 


So how did you come up with each of the 
individual Girls? 

It was just about the contrast. A brunette, a red- 
head and a blonde basically covers all your 
bases. They were originally drawn all at once, as 
a unit. But as far as personality goes, the girls 
are all combinations of cuteness and tough- 
ness. So Bubbles has cuteness and a little 
toughness, and Buttercup has toughness, then 
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cuteness. Then Blossom's in between. 


Are any of the villains based on your own 
nightmares? 

The only one | could say came from my 
childhood fears is Him, who's based on the 
Blue Meanies from Yellow Submarine. | just 
wanted to create a character who scared 
little kids as much as they scared me. It's like 
Batman, when | was a kid, | was scared of 
the bad guys but my parents always laughed 
at them. I think that was always a definite goal, 
to create something kids like, that appeals to 
adults too. 


Do you have a favorite episode? 
For some reason, “Bubblevicious” (Emmy- 


nominated episode where Bubbles goes 
hard-core) keeps coming up. It kind of encom- 
passes being cute and being tough, it symbol- 
izes what the show's all about. 


What superpowers do you have? 
1 do have the ability to fly, but | avoid doing it 
'cause it hurts when | do. 


What would the Powerpuff Girls think 

of you? 

Well, considering that | am their omnipotent 
creator, | can make them think anything | want 
them to think whether they like it or not!!! 


So, are you married or what? 
No, not married, but yes, | do have a girlfriend. 
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ВХ$ Stunt Biking 

You've seen these toys in places 
like EB for a few months now, 
and Activision will be releasing 
a licensed GBC game based on 
them this winter. This is basical- 
ly a 2D Mat Hoffman biking 
game, and thus far it's looking 
like it will fare much better than 
that lame Tony Hawk port from 
earlier this year. 


Alone In the Dark: 

The New Nightmare 

The first thing that comes to 
mind is, “That’s on GBC?!” The 
answer is "Yes." Whether the 
final version in December will be 
able to handle the graphics 
smoothly while retaining its 
high-quality visuals remains to 
be seen, but Infogrames' game 
looks fantastic so far. 


Command Master 

This fighting robot game from 
Enix comes to the GBC in Japan 
this winter. It uses the Tilt Pak 
technology first introduced by 
Kirby Tilt ‘n’ Tumble for battling. 
You send commands to your 
robot by tilting the system in one 
of four directions. You can collect 
and trade ’bots, too, in ways 
similar to Pokémon. 


Backyard Football 
Humongous Ent. is bringing this 
game to the GBC this winter. 
Here's a few kiddified pros such 
as Aikman, McNair, Bledsoe and 
Favre, but don't be fooled—there 
is very little real to the game 
aside from throwing to your 
open receiver. Who knows —it 
could work just perfectly for the 
small Game Boy screen. 
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Dexter's Lab 

Remember Elevator Action? If you 
said yes, you'll slip right into 
Dexter's Lab: Robot Rampage by 
BAM!, due out now. Dexter's 
nemesis has taken over his lab 
and to reclaim it, he must make 
his way via elevators and escala- 
tors up and down the massive 
structure lightning guns, grenades 
and other assorted weapons. 


Balloon Fight 

Nintendo’s Balloon Fight GB is a 
modern take on the classic NES 
title (which is also included). Fly 
through multiple, auto-scrolling 
levels collecting balloons, all the 
while avoiding sharp objects. The 
gameplay is the same “Joust” 
technique. Flap your arms to stay 
afloat and avoid the obstacles. 
It’s available now in Japan. 


Barbie Pet Rescue 

Join Barbie on a search-and-res- 
cue mission to find lost pets and 
nurture them back to health. 
Mattel Media’s latest Barbie 
offering lets you embark on an 
exciting adventure through beau- 
tiful landscapes, while rescuing 
ponies, pups and bear cubs. Care 
for them at the Pet Rescue Center 
when the game arrives January. 


Dragon Tales: Dragon Wings 
Keeping track of all the dragons’ 
names in this game may be a feat 
in itself (Cassie, Zak, Wheezie, Ord 
and Quetz) but this game based 
on the PBS children’s series is all 
about teaching your young dragon 
how to fly. NewKidCo plans 15 dif- 
ferent levels and three age-appro- 
priate skill settings for this title 
due out now. 


Blue's Clues Alphabet Book 
If your pre-schooler enjoys this 
highly rated show, he/she can 
soon play along with Steve and 
Blue. Pre-reading fundamentals 
are exercised by finding missing 
pages of an alphabet book through 
letter recognition, matching, 

mazes and concentration. Mattel 
is bringing it out in December. 


Dragon Warrior Ill 

In Enix's Dragon Warrior IIl you 
and as many as three companions 
of nine different classes must tra- 
verse a large world of deserts, 
pyramids, towers and dungeons, 
defeating 165 types of monsters 
along the way. You can even hop 
aboard a ship or a bird to cut on 
travel time in this 70-plus-hour 
quest that starts this spring. 


88 POCKET GAMES 


Force 21 

Players with a thirst for strategy 
will find a heaping helping in Red 
Storm's real-time strategy game. 
Set during WWIII, players must 
choose between fighting as China 
and the U.S. Players control vehi- 
cles such as tanks and a field 
army through its attempt to wipe 
out the enemy in December. 


Grandia Parallel Trippers 
One pleasant surprise at Space 
World was Hudson's announce- 
ment of Grandia for the GBC. The 
unique battle system remains 
intact, and it seems like most of 
the characters are from the origi- 
nal game as well. As of yet no 
U.S. release date has been set, 
but hopefully Ubi Soft is consider- 
ing it. 


Kirby Tilt 'n' Tumble 

Due in spring, from Nintendo, 
this deep game offers multiple 
paths, long levels divided into 
four sub-levels and huge end 
boss fights. To get through them 
you'll have to float through the 
air by inhaling balloons, steer 
rafts over river currents, and ride 
on moving clouds to get past the 
game's tough levels. 


Legend of Starfi 

There's trouble in the sky king- 
dom of Tenkai. Accident-prone 
prince Starfi has been marooned 
deep in the ocean. Run, jump 
and spin bash your way through 
watery dangers as Starfi in this 
side-scrolling platformer, similar 
in style to the Kirby games. Starfi 
lands in Japan courtesy of 
Nintendo this December. 


Lion King: 

Simba's Mighty Adventure 
Take control of Simba in this 
colorful platform game from 
Activision. Avoid jungle obsta- 
cles, wildebeest stampedes and 
Outland attacks. Movie clips and 
real-time cinematics displayed in 
between the game's 10 levels 
move the story along, set to 
unfold in stores now. 
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Magi Nation 

An early version of Magi-Nation 
looks quite promising. The game 
is an RPG centered on a boy 
named Tony, who, after going into 
a cave, finds a crystal, and 
becomes very lost. At least the 
crystal and control monster to do 
his bidding to finish the quest 
starting in spring, courtesy of 
Interactive Imagination. 


Mario Tennis 

Nintendo's Mario Tennis for the 
GBC is due this November in 
Japan and early next year in the 
U.S. It's basically to tennis what 
Mario Golf was to golf—lots of 
easy-to-pick-up, fun-to-play, very 
arcadey tennis matches strung 
together with light RPG aspects. 
Also like Mario Golf, you can build 
your character up after you win. 


Mary-Kate & Ashley Pocket Planner 
Who needs a $400 PDA when you 
have many of its features in this 
Olsen twins planner from Acclaim 
coming this winter. Enter the 
names and vital information of all 
your friends and foes. Keep your 
calendar up to date, or play 
matchmaker with the personality 
tests. You can even "pass notes" 
via the Game Boy's infrared link. 


Mat Hoffman's Pro BMX 
Like its PS and DC big brothers, 
this little pup from Activision 
features half pipe, dirt and vert 
action. Mat, along with seven 
other pros are available for single- 
player action only (there is no link 
play). As you can see from these 
pics, the emphasis is on mid-air 
tricks and maneuvers. Hoffman 
GBC is set for a winter release. 


MTV Sports Ultimate BMX 
Six pro riders, signature moves, 
real-life sponsors, customizable 
bikes, and dirt, street and vert 
modes all add up to one funky 
BMX game. The game comes 
loaded with tricks such as the 
Superman Seat Grab, Indian Air, 
7205 and grinds can be used over 
the six courses. THQ will publish 
the game this fall. 
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Pokémon Crystal 

New to this game are entrance 
animations for battle, and a new 
“mystery” girl sporting silver/blue 
hair (shown at right) who could be 
a main character. Crystal will come 
to the U.S. in 2001. Nintendo is 
still figuring out if they will enable 
cell phone transferring like the 
Japanese version— stay tuned for 
the next Pocket Games. 


Pokémon Puzzle Challenge 
Apparently, Nintendo wants to 
halt all productivity here at the PG 
office, and Pokémon Puzzle 
League is their tool for doing so. 
Take the über-addictive Tetris 
Attack and toss in those lovable 
Pocket Monsters, and you've got a 
game that'll keep us occupied for 
months. Work will grind to a halt 
this February. 


Project S-11 

When an alien race threatens Earth, 
it’s up to you to pilot the 5-11, a spe- 
cially outfitted space ship, to stop 
them. Eight stages, five weapons 
with multiple power levels, and five 
huge bosses await you. Similar to 
Shooters such as Raiden, 1942 and 
Raystorm, look for Project S-11 from 
SunSoft this winter. 


Racin’ Ratz 

Racin’ these cars around the 
house is difficult with hazards in 
your way. Manipulating objects in 
the 10 rooms is key to clearing 
these obstacles and getting to the 
next level. Collecting power-ups 
will also help your abilities. Look 
for this game developed by 
KnowWonder in early winter. 


Rune Lords 

Based on a mythical world created 
by best-selling author David 
Farland, this Kemco title looks to 
be more dialogue-deep than a 
typical RPG. BAM! packed the 
game with over 100 monsters, 
non-playable characters, eight ter- 
ritories, and the ability to fortify 
castles in this impressively in- 
depth handheld game. 
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Sesame Street Sports 

It’s a sports game, Sesame 
Street style! Kids and adults 
alike can join together for 
NewKidCo's latest Game Boy 
Color title. Big Bird hosts the 
sporting events, which include: 
shooting the rapids with Ernie, 
racing Zoe on her big wheel, and 
rollerblading with Elmo. Get in 
on the fun now. 


Sgt. Rock 

Despite the contrived license, this 
BAM! game is ready to rock now. 
As a top-down combat-based 
shooter, you must guide Rock to 
take back a fortress. Along the 
way, you'll pick up a number of 
weapons, as well as drive vehicles 
like tanks and machine gun- 
equipped jeeps. 


Star Ocean Blue Sphere 
Tri-Ace is developing this sequel 
to their RPG Star Ocean: The 
Second Story. This edition fea- 
tures 16 characters —including 
many from Second Story. You con- 
trol a single character during com- 
bat (the computer controls the 
other two) and take on enemies 
one at a time in early 2000. 


Tom & Jerry 

Tom has kidnapped five of Jerry's 
friends and it's up to you to help 
find them in this game by NewKid 
Co. Jerry must successfully 
maneuver through numerous lev- 
els of mousetraps. Along the way 
you must solve puzzles that reveal 
clues leading you to where Tom 
has taken Jerry's friends this fall. 


Yogi's Bear: Balloon Blast 
In BAM’s Yogi Bear: Great Balloon 
Blast, you must help Yogi pop a 
constantly falling and swaying 
array of balloons. Fire balloons 
upward, match like colors, and 
pop them, but remember: If the 
pile crashes to Earth, the game 
ends. You can play the game's 
40+ levels now. 
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POKÉMON PIKACHU 2 


Pokémon Pikachu 2 interacts with the 
GBC games, 
Silver. Thee! 


ou get rare 
option in 


Pika-pal's able to ta e of himself, 
but if you ignore him for weeks on end, 
he'll retreat back into his Pokéball. 
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stage codes 

Stage 2: BCCB 
Stage 3: DQGH 
Stage 4: HGGF 
Stage 5: NBFG 
Stage 6: KGBF 
Stage 7: QGJJ 
Stage 8: GQHG 
Stage 9: FLDP 
Stage 10: KGQQ 
Stage 11: 0160 
Stage 12: CBHG 
Stage 13: 1816 
Stage 14: PLDP 
Stage 15: LFGB 
Stage 16: DQLD 
Stage 17: CLPG 
Stage 18: DLHD 
Stage 19: LFQG 


ARMORINES: PROJECT 
S.W.A.R.M. 

cheat screen 

From the Title screen, access 
the Password option. Now 
enter BBBBBBBB as your 
passcode. You will be taken to 
a Cheat screen where you may 
gather power-ups and choose 
your starting world. 


ARMY MEN 

‘cool passwords. 

From the Main Menu screen, 
move down and select 
Password. Now enter any of 
the symbol passwords below 
to open up various levels in 
the game. 

Desert 

All Cactus Flats Levels: 
Machine Gun, Grenade, 
Machine Gun, Grenade. 

All Casa Plastica Levels: Jeep, 
Jeep, Grenade, Machine Gun. 
All Winding Canyon Levels: 
Machine Gun, Mortar, Machine 
Gun, Helicopter. 

Alpine 

Prison Camp Levels: Plane, 
Machine Gun, Grenade, 
Machine Gun. 

Winding River Levels: Plane, 
Tank, Mortar, Jeep. 

All Levels Open 

(Desert and Alpine): Plane, 
Tank, Plane, Machine Gun. 


ASTEROIDS 


cheat menu, new ship and classic mode 
Cheat Menu: 
At the Password screen, put 
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in CHEATONX to open up the 
Cheat Menu. In the middle of a 
game, press the Select button 
to bring up the menu. Press Up 
or Down to choose a level and 
Right or Left to choose a zone. 
Press A to toggle invulnerability. 
New Ship: 

At the Password screen, put in 
PROJECTX to reveal the 
Excalibur Ship. 

Classic Mode: 

At the Password screen, put in 
QRTREATR to unlock Classic 
Asteroids on the Main Menu. 


BABE AND FRIENDS 

level passwords 

Go into the Options and enter 
these passwords with the B 
button. 

Level 2: BoB 

Level 3: RN6 

Level 4: GSM 

Level 5: RM1 

Level 6: NOW 

Level 7: TYQ 


BATTLESHIP 

stage passwords 

On the Title screen, press 
Start and then press Select 
to move down to the Password 
option. Press Start again 
and you will be able to 
enter any of the codes 
shown here. 

Stage 4: GKPQZP 
Stage 5: QRKGTD 
Stage 6: QPDGYM 
Stage 7: QQLGTD 
Stage 8: QXFGTL 

Stage 9: QNMGTK 
Stage 10: NPGGYM 
Stage 11: NXHGTL 
Stage 12: NQBGYD 
Stage 13: NQZGPD 
Stage 14: NNCGYK 
Stage 15: HJXQCN 
Stage 16: NYDGTK 
Stage 17: NWLGTM 
Stage 18: NTFGTB 
Stage 19: NRMGTD 
Stage 20: BBQQBP 
Stage 21: YPHGTM 
Stage 22: YRBGTD 
Stage 23: YRZGXD 
Stage 24: YQCGTD 
Stage 25: YSKGPC 
Stage 26: BCSQBV 
Stage 27: BDVQJQ 
Stage 28: YYFGPK 
Stage 29: BJRQZN 
Stage зо: TRGGTD 
Stage 31: JODNQJQ 


Stage 32: TXBGTL 
Stage 33: ZKTQKP 
Stage 34: ZHPQCW 
Stage 35: | СХОМ 
Stage 36: TVDGTL 
Stage 37: TTLGPB 
Stage 38: JZWQKX 
Stage 39: JMRQCQ 
Stage 40: PXGGTL 
Stage 41: CHNQBW 
Stage 42: CGYQJS 
Stage 43: CDTQZQ 
Stage 44: CBPQBP 
Stage 45: CMXQCQ 
Stage 46: CKSQJP 
Stage 47: CLVQZV 
Stage 48 (Last Stage): 
PPFGYM 

Ending: PQMGTD 


BLASTER MASTER: ENEMY 
BELOW 

howered-up раввсойвв 

Press Start at the Title screen 
and then access the 
“Password” option. Enter 
one of the level codes below 
to begin each stage with 

99 homing missiles and 
thunder guns. 


WEAPON 
Ora ` 
quete 


Stage 1: 1202G7KV 

Stage 2. M6P3H7Ko 
Stage 3. M703H7Ka 
Stage 4. M7P3H7K2 
Stage 5. N603H7KA 


Stage 6. N6P3H7KB 
Stage 7. N703H7KC 
Stage 8. N7P3H7KD 


BOARDER ZONE 

hidden time track 

From the Main Menu, enter 
the Options screen. Highlight 
and access the Password 
option. Now put in your 
password as: 020971. The 
screen should tell you that 
you've opened a new level. 
Now go into Challenge Mode 
and access the Time option. 
After selecting your board 
and rider, move Left on the 
Course Select Screen and 
you will be able to access 
the hidden fourth track. 


BUGS BUNNY 

CRAZY CASTLE 4 

passwords with multiple lives 

On the Main Menu (Title) 
screen, enter the Password 
option. On the Password 
screen, enter any of these 
passwords to get to higher 
levels in the game. 

Level 1-2: R4Y*43 

Level 1-3: HDYe4? 

Level 1-4: 7DYe4Z 

Level 1-5: КОМе4Х 

Level 2-1: 765*4X 

Level 2-2: ?6Ре47 

Level 2-3: TDPe4X 

Level 2-4: KNYS4V 

Level 2-5: TQCS34 

Level 3-1: 10Е535 

Level 3-2: 9DFS33 

Level 3-3: ?05534 

Level 4-1: Т45534 

Level 4-2: ?XP83Z 

Level 4-3: RD5S3? 

Level 4-4: FAYe34 

Level 4-5: 34Ye32 

Level 5-1: WZYe34 

Level 5-2: 3GYe3¢ 

Level 5-3: WNPe3Z 

Level 5-4: 563*3T 

Level 5-5: FZMJ24 

Level 6-1: 5GMe3T 

Level 6-2: W6WS3V 

Level 6-3: Р6С526 

Level 7-1: PGCS22 

Level 7-2: FQMS24 

Level 7-3: M4PS27 


Leve 
Leve 


7-4: WD5S2e 
7:5: 3DPS22 
Level 7-6: HeFe2? 
Level 8-1: 7eYe22 
Level 8-2: ?8Ye2e 
Level 8-3: 75Ү•2• 
Level 8-4: HJPe2Y 
Level 8-5: 7¢Pe2Z 
Level 8-6: 18Pe2Y 
Level 9-1: PSPJ15 
Level 9-2: HeFS17 
Level 9-3: 72Y814 
Level 9-4: KSFS16 
Level 9-5: RSFS15 
Level 9-6: KePS25 
Level 10-1: RJ5S11 
Level 10-2: 18351? 
Level 10-3: TB3S1Z 
Level 10-4: YLWe11 
Level 10-5: PLWe1e 
Level 10-6: FBCe1V 
Level 10-7: 3BCe1S 
Level 10-8: Y2Me1Z 
Level 11-1: PeMe1X 
Leve : W53**6 
Leve 
Leve 
Level 
Level 
Leve 
Leve 
Level 12-1: PL3See 
Level 12-2: С5Р5е5 
Level 12-3: 5V3Se? 
Level 12-4: KQReee 
Level 12-5: R6RJeT 
Level 12-6: 10Т••1 
Level 12-7: TDgeeX 
Level 12-8: H4KJ?7 
Level 13-1: RAKJ?7 


orange character will appear 
in the lower right-hand corner. 
This opens up different puz- 
zles for Puzzle Mode! 


CARMAGEDDON 

40,000 credits, all groups and levels 

On the Main Menu screen, 
highlight and select the “Enter 
Password” option. Now put in 
this password to gain access 
to 40,000 credits and all the 
groups: oZ6SZD(SKULL)V. 
After entering the password, 
choose “Yes.” 


CHASE H.Q.: 

SECRET POLICE 

awesome password 

Enter this code at the 
Password screen: MMQG. This 
will give you access to any 
level up to 10. Just scroll Left 
to access the previous levels. 


BUG'S LIFE, A 

stage passwords 

BL26 - Found Parts 
9LKK - The City 

5P9K - Circus Bugs 
6652 - Rescue Dot 
BKK2 - Find Bird Parts 
2PLB - Flying Stage 
6562 - Launch Fake Bird 
L59B - Lead Hopper 


BUST-A-MOVE 4 

extra puzzles 

On the Title screen (while 
Press Start is flashing), press 
A, Left, Right, Left, A. An 


> 


в 11 x13 а « 
DRIVER 

stage passwords 

From the Main Menu screen, 
highlight and choose Under- 
cover. Choose to continue and 
enter these passwords. 
Stage 2: Hide the Evidence 
Tire Mark, Police Badge, 
Pylon, Red Light 

Stage 3: Boat Chase 

Traffic Light, Key, Key, Blue 
Light 

Stage 4: Ram Raid Race 
Pylon, Pylon, Pylon, Police 
Badge 

Stage 5: Superfly Drive 

Key, Red Light, Red Light, 
Traffic Light 

Stage 6: Bait for a Trap 

Key, Police Badge, Tire Mark, 
Blue Light 

Stage 7: Take Out Di Angelo 
Police Badge, Pylon, Police 
Badge, Red Light 

Stage 8: Steal a Cop Car 

Red Light, Police Badge, Key, 
Tire Mark 

Stage 9: Get Lucky to Doctor's 
Pylon, Blue Light, Red Light, 
Red Light 

Stage 10: Beverly Hills 
Getaway 

Police Badge, Police Badge, 


Traffic Light, Pylon 

Stage 11: Grand Central 
Station 

Blue Light, Key, Key, Key 
Stage 12: Trash Granger's 
Wheels 

Traffic Light, Tire Mark, Red 
Light, Police Badge 

Stage 13: Stop Granger's Gang 
Key, Police Badge, Police 
Badge, Pylon 

Stage 14: Chase One of 
Granger's Boys 

Red Light, Blue Light, Red 
Light, Blue Light. 


ТІНЕ 
01:01:31 


) 
FELONY 


DUKE NUKEM 
invincibility and level select 

Invincibility: On the Title 
screen (when “Press Start” 

is flashing), press Up, Down, 
Down, Left, Right, Left, Up, Up. 
Level Select: On the Title 
screen (when “Press Start” 

is flashing), press Left, Right, 
Up, Up, Down, Up, Right, Left. 


GODZILLA: THE SERIES 

Cool passwords 

On the Main Menu Screen, 
choose Password and enter 
any of the following codes: 
Level Passwords 

Level 2: 

NCFRGJJBBK 

Level 3: 

DMTFLSBFQM 

Level 4: 

PKDJMPLNPS 

Level 5: 

KDQLHRNDCN 

Level 6: 
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DQSPCFPFJR 

ultimate password 

Put in DMJMBJRFFR to 
begin with full power on 
the last level. 


HOT WHEELS: 

STUNT TRACK DRIVER 

all vehicles and levels. 

On the Main Menu screen, 
select the Password option 
and enter this code with the 
D-pad and buttons: Down, 
Left, Up, A, Down, Right. 


94  POCKET GAMES 


LOONEY TUNES: 

CARROT CRAZY 

level skip 

From the Main Menu Screen, 
access the Options. Now, 
enter the password: Taz, 
Elmer Fudd, Daffy Duck. 
While playing the game, press 
Start to pause then press 
Select to skip to the next 
level. 


LUCKY LUKE 

passwords. 

Train Stage - Luke, Horse, 
Horse, Old Man, Luke 

Buffalo Stage - Coyote, Horse, 
Luke, Old Man, Old Man 
Cheyenne Mountains - Old 
Man, Coyote, Luke, Horse, 
Coyote 


MEN IN BLACK 

levitate code 

From the Command Center, 
highlight and enter the 
Access Codes Option. Now 
put in the password: 0601. 
The screen will say 
“ERROR.” Press Start and 
you'll go back to the 
Command Center. Begin your 
game and while you're 
standing, press and hold 
Select«Up to float into the 
air. While in the air press 
Left or Right to move. 

acquire the noisy cricket gun 

After entering the fly code, 
press the Select and A but- 
ton simultaneously. There 
will be a lightning symbol 
next to your lives. Now 
you'll have three huge shots 
that’ll knock you back if you 
stand still! 

Skip stages 

Put in the password: 2409 
and then begin a new game. 


To skip to the next level, 
press Start to pause and 
then press Select. 


MONTEZUMA’S RETURN 

cool codes 

For unlimited lives, enter 
the code: ELEPHANT. 

To pass through doors with- 
out unlocking them, enter 
the code: SUNSHINE. 


MORTAL KOMBAT 4 

enable reptile 

To play as Reptile, go to the 
Kombat Kode Screen and 
press Up on the control pad 
the number of times shown 
for each box: 1,9,2,2,3,4. 
fight against reptile 

To fight Reptile, go to the 
Kombat Kode Screen and 
press Up on the control pad 
the number of times shown 
for each box: 2,0,5,2,0,5. 


NEW ADVENTURES OF 
MARY-KATE & ASHLEY 

level passcodes 

From the Main Menu, high- 
light and access the 
Password option. On the 
Password screen, put in any 
of these passwords to 
access higher game levels. 
The Case of the Volcano 
Mystery: CBTHPM 

The Case of the Haunted 
Camp: GMQTCK 

The Case of the Funhouse 
Mystery: LHDDQJ 

The Case of the Hotel Who- 
Done-It: MDGKMQ 


NFL BLITZ 

blitz codes 

From the Main Menu screen, 
choose Exhibition Mode 
and then pick your team. 

At the Matchup screen, 
press the following buttons 
for the code results as 
shown: 

No Fumbles: 

Start, Start, Start, Start, B, 
B, A, A, A, Down 

Infinite Turbos: 

Start, Start, Start, Start, 
Start, B, A, A, A, A, Up 

Night Game: 

Start, Start, B, B, A, A, Right 
No Pointer: 

Start, Start, Start, B, B, B, A, 
A, A, Left 

Invisible Receiver: 

Start, Start, Start, Start, B, 
B, B, A, A, A, Up 


PAC-MAN: 

SPECIAL COLOR EDITION 
пас-апаск level codes 

Press Start on the Title 
screen. Now move down and 
choose Pac-Attack. On the 
Pac-Attack Title screen, move 
down and access Puzzle 
Mode. On the Puzzle Mode 
Main Menu screen, choose 
Password. Now you can 
enter any of these level 
codes. 

Level 2: HNM 

Level 3: KST 

Level 4: TRT 

Level 5: MYX 

Level 6: KHL 

Level 7: RTS 

Level 8: SKB 

Level 9: HNT 

Level 10: SRY 


Area 5: Boss - 1893 
Ocean World 

Area 1 - 2805 

Area 2 - 9271 

Area 3 - 1354 

Area 4 - 4915 

Area 5: Boss - 8649 
Wind World 
Area1-0238 

Area 2 - 5943 

Area 3 - 6045 

Area 4- 2850 

Area 5 Boss - 8146 
Cloud World 

Area 1- 9156 

Area 2 - 2715 

Area 3 - 4707 

Area 4 - 7046 

Area 5: Boss - 0687 
Evil World 

Area 1 - 3725 

Area 2 - 0157 

Area 3 - 5826 

Area 4 - 9587 

Area 5: Boss - 3752 


POKEMON (RED/BLUE) 

infinite items 

With this cheat, you can give 
yourself an unlimited supply 
of whatever item you have in 
your sixth inventory slot. 
Keep in mind this trick only 
works in the Red and Blue 
versions of the game. First, 
head to Viridian City and talk 
to the old man who instruct- 
ed you how to use Poké 
Balls. When he asks you, 
choose to watch his demon- 
stration again. After that, 
immediately fly to Cinnabar 
Island. Choose one of your 
Pokémon who has the Surf 
Ability. Ride up and down the 
east coast of the island (hug- 
ging the shoreline) until you 
get into a battle. Eventually, 
you will encounter one of 
two glitchy Pokémon, either 
one with a name made up of 
scrambled boxes or the infa- 
mous Missingno. Whatever 
you do, do not catch any 
Pokémon that you encounter 
here. Repeat: Do not catch 
any of them. It will ruin your 
saved game. Run from every 


battle as soon as you get 
into one. After running from 
a battle with a glitch 
Pokémon, check your inven- 
tory. Whatever item was in 
the sixth slot should have a 
strange symbol where the 
quantity used to be. This 
usually means that you have 
well over 100 of that item. 
This trick can be done 
repeatedly, so you can 
essentially have infinite 
items. Now, you can have a 
ton of Master Balls or 
enough rare candy to power 
up all your Pokémon to level 
100. Just don’t power them 
up past that because you 
then run the risk of damag- 
ing your save game. 

fight safari zone pokémon 

This will allow you to fight 
and catch the Safari Zone 
Pokémon outside the Safari 
Zone. To begin, you must 
have a Pokémon with the 
Surf Ability. Now go to the 
Safari Zone and enter the 
area where the Pokémon you 
are trying to catch is found. 
Stay in the section until the 
time runs out. Go to the 
Seafoam Islands by Surfing 
south of Fuchsia City. Be 
sure you don't encounter any 
enemies on the way, or the 
trick won't work (this does 
not include the Pokémon in 
the water on the way there). 
On the edge of the islands, 
there is a strip of the screen 
that is half land, and half 
water. Now, surf on this sec- 
tion and just keep going up 
and down on it. When you 
run into an enemy, it will be 
the Pokémon from the Safari 
Zone section you just left. 
This time though, you will be 
able to fight them and use the 
other Balls on them as well. 
easy level gain 

To easily gain experience, 
simply switch the Pokémon 
you want to train with the top 
Pokémon on your list. When 
you go into battle, this 


Pokémon will appear. You 

can then switch to another 
Pokémon. Once you win 

the battle, the beginning 
Pokémon and the fighting 
Pokémon will both gain expe- 
rience points. This is especial- 
ly useful if the Pokémon you 
want to build up has no initial 
attack in its first form. 


POKEMON (GOLD/SILVER) 
duplicate pokémon and items 
WARNING: THIS TRICK 
AFFECTS YOUR SAVED 
GAMES. USE WITH CAUTION! 
First, you must decide on the 
Pokémon and item you want 
to clone. At any time during 
the game, press Start and 
access the Pokémon option. 
Choose the Pokémon you 
want to clone and make it 
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hold an item that you also 
want to clone (like a Master 
Ball). Next, go into a town and 
find a Pokémon Center. Move 
in front of the PC and press. 
Start. Move down the menu 
and access the Save option. 
After saving your game, press 
the A button to turn on the 
PC. Access Bill's PC and 
deposit the Pokémon you 
want to clone into one of the 
boxes. Then choose *Change 
Box" and move to an empty. 
box. Press A and choose 
“Switch.” When it asks if you 
want to save the game, 
choose "Yes." Now, this part 
is very important and requires 
precise timing. The game will 
tell you that there is already a 
save file, and it will ask you if 
it is OK to overwrite the file. 
Choose "Yes" and immediate- 
ly turn off the Game Boy. Be 
sure to turn it off before any 
words other than "Saving" 
appear on the screen, or the 
trick will not work. Turn the 
Game Boy back on again. 
Check your party status and 
you should see the Pokémon 
you wanted to clone still in 
your party. Access Bill's PC 
and look at the box in which 
you deposited the Pokémon. 
The Pokémon and the item it 
was holding will be cloned 
inside the box, and still in 
your party! You can clone up 
to five Pokémon and items at 
one time by doing this trick. 


POKÉMON PINBALL 

animate un-evolved pokémon 

If you want to animate the 
Pokémon you've caught, go 
to the Pokédex and highlight 
one of the regular, un-evolved 
Pokémon. Now press and hold 
the Start button to see the 
character move! 


PUZZLE MASTER 

unlimited tools 

On the Title screen, move 
down and access the 
Password option. Now put in 
CHEAT as your password. Now 
your number of Adventurer's 
Tools won't diminish. They will 
all stay at the number 9. 


RAMPAGE 2: 

UNIVERSAL TOUR 

play as lizzie 

On the Main Menu screen, 
highlight and enter the 
Password option. On the 
Password screen, enter 
S4VRS4560 as your code. 
play as george 

On the Main Menu screen, 
highlight and enter the 
Password option. On the 
Password screen, enter 
SM14N1230 as your code. 
play as ralph 

On the Main Menu screen, 
highlight and enter the 
Password option. On the 
Password screen, enter 
LVPVS7890 as your code. 
play as myukus. 

On the Main Menu screen, 
highlight and enter the 
Password option. On the 
Password screen, enter 
NoT3T3210 as your code. 


RAYMAN 

99 lives 

Press Start to pause the 
game in the middle of play. 
Then press Left, A, Right, B, 
Up, A, Left, B, Down, A, Right, 
B, Up, A, Left, B. The game 
will unpause automatically 
and you will see 99 lives in 
the left-hand corner. 

every power available 

Press Start to pause the 
game in the middle of play. 
Then press Right, Left, Up, 
Down, A, Up, Up, Down, 
Down, B, Right, Right, Left, 
Left, A. 

level select map 

Press Start to pause the 
game in the middle of play. 
Then press A, Left, A, Left, A, 
B, Right, B, Up, B, A, Left, A, 
Down, A. 

revive energy 

Press Start to pause the 
game in the middle of play. 
Then press B, Right, A, Up, B, 
Left, A, Down, B, Right. 


READY 2 RUMBLE BOXING 
character codes 

On the Main Menu screen, 
enter any of these codes 
while highlighting Arcade 
Mode. 

Unlock Kemo Claw: Left, Left, 
Left, Right, Right, Right, Left, 
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Right, Left, Right. 

Unlock Nat Daddy: Right, 
Right, Right, Left, Left, Left, 
Right, Left, Right, Left. 
Unlock Damien Black: Right, 
Left, Right, Right, Left, Left, 
Right, Right, Right, Left, Left, 
Left. 


RUGRATS: THE MOVIE 
passwords 
Level 
2 - ROVDHJVV 
- ТОММУ ОК 
- BVBYFJND 
- RJDBCVRT 
- VNGBLICV 
- BJGSMVSH 
- UTBWQQD 


RUGRATS: TIME TRAVELERS 
toy palace passwords 

On the Title screen, press 
Right and access the 
Password option. Now you 
can enter these codes for dif- 
ferent levels in the Toy 
Palace: й 

North Wing - CQQKJFSS 
East Wing - CRVWLJNG 
South Wing - PLVYPFNS 
West Wing - TQYBQXFS 


SMURF'S 

NIGHTMARE, THE 

smurfy passwords 

The Rabbit Race — 

Brainy Smurf, Handy Smurf, 
Shy Smurf 

Mysterious Planet 1 – 
Astronaut Smurf, Shy Smurf, 
Brainy Smurf 

The Workbench Gone Mad 1- 
Shy Smurf, Baker Smurf, 
Handy Smurf 


SPACE INVADERS 

classic space invaders 

For your password, Enter 
CLSS1281999DBM and you 
will be able to play the origi- 
nal version of Space 
Invaders! 

planet passwords 

Mars Level 46: 

2WZ4 УСІМ 4W81V? 
Jupiter Level 61: 

RSSN 30]7 8?GJMC 

Saturn Level 76: 

WSPZ MSO8 N?H8NF 
Uranus Level 91: 

Су1? QWKG J3X8R5 
Neptune Level 106: 


HV27 RW1GN3YOR7 
Pluto Level 121: 
MV7H RCLH 532589 


SPIDER-MAN 

secret passwords 

From the Main Menu screen, 
choose “Continue” and enter 
these passwords as shown. 
Venom Conquered 

GVCBF 

Lizard Man Conquered 
QVCLF 

The Lab 


STAR WARS EPISODE 1: 
RACER 

boost start 

First, start a race. As the 
countdown begins, wait until 
it reaches “1.” As soon as the 
number goes away, immedi- 
ately press and hold button 
A. If your timing is correct, 
you will get a boost ahead of 
the other racer. The timing is 
tricky, so keep trying if you 
miss it the first time. 


STAR WARS: 
YODA STORIES 
level passwords 
Stage 2: ХК) 


Stage 3: GJP 
Stage 4: TDM 
Stage 5: WTM 
Stage 6: ZBV 
Stage 7: QTC 
Stage 8: TGR 
Stage 9: VDP 
Stage 10: BFG 
Stage 11: FNP 
Stage 12: ST) 
Stage 13: FTG 
Stage 14: BLP 
Stage 15: YSF 


STREET FIGHTER ALPHA 

fight against bison 

In Arcade Mode, choose your. 
player on the Character 
Select screen, and when you 
get to pick between Manual 
or Auto mode, move to your 
choice and press and hold 
the A+B+Select buttons 
simultaneously. Keep holding 
these until the fight begins. 
Instead of fighting the first 
character, you will fight 
Bison! If you want to fight 
Bison in the middle of the 
game, press and hold 
A+B+Select after completing 
the final round of any match. 
fight against akuma 

In Arcade Mode, choose your 
player on the Character 
Select Screen, and when you 
get to pick between Manual 
or Auto mode, move to your 
choice and press and hold 
the A+B buttons simultane- 
ously. Keep holding these 
until the fight begins. 
Instead of fighting the first 
character, you will fight 
Akuma! 


SUPER MARIO 

BROS. DELUXE 

Classic tricks and more 

Many of the old tricks for the 
original Super Mario Bros. 
game on Nintendo work on 
the new Game Boy Color ver- 
sion. For example, the warp 
zone found in World 1-2 is 
still intact! 


Warp zone 

Go to World 1-2 and find the 
second set of moving plat- 
forms (the ones moving 
upward). Get on these plat- 
forms and ride them until you 
reach the top. Then jump up 
and to the right. You will land 
on the top bricks of the level. 
Run right and keep going 
until you reach an opening. 
Fall down the opening and 
you'll see three pipes that 
will allow you to automatical- 
ly warp to worlds 2, 3 or 4! 
max out lives 

Go to World 3-1 and get to 
the end of the level where 
the staircase of blocks leads 
up to the end-level flagpole. 
Two turtles will come down 
the steps and you'll have to 
avoid or get rid of the first 
one. Now, you will have to 
get the second turtle shell 
between one of the blocks 
and Mario's body by jumping 
on it to make it bounce off 
the block and Mario multiple 
times. Once you do this cor- 
rectly, your score will 
increase and eventually turn 
into 1-Ups! This way you can 
max out your lives! 

the lost levels 

Basically, you must get the 
number-one position on the 
Ranking screen (a minimum 
score of 300,000 points). 
Then on the Title screen, 
select the Luigi icon for an 
entirely new вате — Super 
Mario Bros 2: The Lost 
Levels. 

you vs. boo 

You must get a minimum 
score of 100,000 points. 

On the Title screen, select 
“Воо” for the "You Vs. Boo" 
bonus levels. 

five extra lives 

Note: This works only ona 
new game. Select the Toy 
Box option at the Main Menu 
screen, and then choose the 
“Fortune Teller” option. Keep 
choosing cards until you get 


the Extremely Lucky card. 
This will give you five lives. 


Return to the Main Menu and 


choose to play the original 
levels. Start a new game to 
begin with 10 lives instead 
of five. 

play as luigi 

Press the Select button at 
the Map screen before you 
begin a level. This will let 
you play as the green 
plumber instead. 


TAZMANIAN DEVIL: 
MUNCHING MADNESS 
level passwords 

China Stage: 
BLGNG)PDFFT) 
Switzerland Stage: 
LMBPBKTFKDPK 


TOP GEAR POCKET 


all cars and courses 


To get all the cars and cours- 


es in the game, enter your 
password as YQXW-H. 


TUROK: RAGE WARS 

level passwords for all difficulties 

On the Main Menu, choose 
Options. From the Options 
screen, choose Password. 
Now enter the password for 
the following levels, on any 
difficulty as shown. 

Stage 2: 

K14QF4 - Easy Level 
3MQTL1 - Medium Level 
ОТ5)Ма - Hard Level 

Stage 3 - 

375131 - Easy Level 
Z1KMQi - Medium Level 
2F5QZM - Hard Level 

Stage 4: 


SMJ54M - Easy Level 
2TQCMR - Medium Level 
MQSLRS - Hard Level 


sudden death 

Here’s a hint to play a fast 
sudden death match of UNO. 
Just set your number of play- 
ers to 4 (you and three com- 
puter opponents). Then set 
the points to 100. After the 
first round, the winner will 
be the first one to run out of 
cards. (Note: A second round 
is possible, but unlikely.) 


V-RALLY EDITION 99 

access medium and hard tracks 

To get the medium tracks in 
Arcade Mode, enter this 
code: FAST. 

To get the hard tracks in 
Arcade Mode, enter this 
code: FOOD. 


WACKY RACES 

hidden tracks and characters 

From the Main Menu, high- 

light and enter the Options. 
Move down to “Password,” 

press B and put in MUTTLEY 
as the name and then press 


the A button. Now all the 
characters and tracks will be 
available! 


POCKET GAMES 


97 


Thousands of instant 
cheats and features! 


“A fantastic product!” 
-Antagonist.com- 


“Pokemon freaks should be all over this one!” 
„бате Week- 


ќе Gym Badges 


Memory for more than 70 game saves 
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The Ultimate C eat Cartridge 
For Your Game Boy^Color 


* „Code Breaker is a cheaters 
dream come true.” 
"AbsoluteGB.com 


^ Sure to replace Game Shark as 
the sterling standard of cheating" 


-GB Station.com 


Cheat codes for over 200 games 

De-codes Game Shark cheat codes 

Create your own cheat codes 

Unlimited lives, weapons and much more 
Built in Rumble, Notepad and Banner 

Print feature 

Real-Time save (save game at any position) 
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